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My dear Sir, 

I DEDICATE to you this Work ; and, 
whatever be its deficiency, it has, at least, taken 
considerable time in completing ; in doing so, I 
would fain pay a tribute to your capacity for the 
Game, which, without meaning invidious com- 
parisons, ranks inferior to no man's: J would 
willingly also, in retiring from the chequered 
field, convey to you my thanks for the uniform 
politeness and attention I have received from 
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you, and for those liberal communications, on the 

subject of the following Treatise, with which you 
m 

have so frequently favoured me. Wishing you a 
continuance of that success which has never 
failed to attend upon your exertions in the Game, 
I beg leave to subscribe myself. 

Ever sincerely yours. 



JOHN COCHRANE. 

Inner Temple^ 

9th Tehrmry, 182«. 



PREFACE. 



When the imagination has been tamed down, 
by the analyzation of games, little^ can be 
expected from a i^riter on Chess in the shape of 
elegance or even purity of expression : the 
present Work can pretend to neither. I have 
addressed myself merely to players who have 
some knowledge of the game, in a plain and, I 
hope, intelligible manner, without being par- 
ticularly attentive to the minuter accuracies of 
language. Any one who has taken the trouble 
to examine a work upon Chess is soon satisfied ^ 
that the unvarying succession of technical phrases 
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must tire and disgust the writer, and willingly 
extends that ihdul^ce to his language which 
the constant repetition of terms renders absolutely 
necessary. In the completion of this book I 
have not scrupled to benefit myself by the labours 
of others. The Games on Odds, with a few 
exceptions, are taken from a French work, called 
the " Trait6 des Amateurs:" the reader will find 
the parties on the Pawn and Move and Pawn and 
Two Moves the most improving. 

Next in succession come the Games of the 
celebrated Anonymous Modenese; they al^ taken 
from LoUi's work, (which every subsequent writer 
on Chess has uniformly plundered,) and speak 
their own commendation. To some they may 
be deficient in interest from the Italian method of 
castling, which is used throughout: I am satisfied, 
however, that no one is so likely to become a 
proficient in the game as by a careful attention 
to them. 
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After these parties, I give some Miscellaneous 
Games, many of them have been collected from 
actual play, and I am sn^ there can be little 
necessity for me to apologize for errors which so 
frequently occur even among the besi^of players. 
I notice, also, Two particular Openings, little 
known to amateurs in general, and end with the 
usual Checl^mates. 

« 

Before I conclude this Preface, which, like other 
prefaces, though it stands first, is written the last, 
there are some observations with regard to this 
Game which practice and experience have tended 
materially to confirm. It has been well observed 
by Dr. Franklin " That life is a kind of Chess, 
in which we have points to gain and competitors 
or adversaries to contend with:" this parallel 
may be drawn still closer ; for, as in life nothing 
ifi more difficult than properly to estimate our 
own understanding so in Chess there is nothing 
more difficult than to determine our relati# 
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strength in the Game : as there are gradations of 
intellect in men so are there gradations of skill 
at Chess ; indeed, tll|pBtruggle for pre-eminence 
at this game is every way comparable to man's 
struggle through life : in low and illiberal minds 
the same principles operate relatively in each : 
the same feelings of envy observable in the one 
are equally distinguishable in the other : but it 
is the price which must be paid for distinction in 
both. I trust that few of my readers will have 
had the opportunity of seeing the truth of these 
observations practically illustrated ; they are, 
however, of not uncommon occurrence. I know, 
indeed, that a generous and well-regulated mind 
revolts at allusions which in any way reflect on 
the character of mankind : it remains for expe- 
rience to correct those glowing notions which 
the ardent and unhacknied feelings of youth 
naturally tend to excite ; by doing which, man 
learns to behold human nature in its true light, 
extend assistance to those who nobly emulate 
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him in his course, and he also learns to despise 
beings who meanly attempt to detract from that 
skill which the narrow and^nfracted nature of 
their minds precludes them from the possibility 
of attaining. If this be applicable, let not the 
application be lost. 
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ERRATA. 



rage 64, at the 6tfa moTe of tbe White, /or Q. B. Pawn takes Kt. read 
Q. Kt. Pawn takes. 
70, at the 8th move of thie White, instead of King to Q. sq. read King 
to Q. 2d sq. and, at the 11th move of the White, /or King to B. 
sq. read King to his sq. 
110, at the 7th move of the Black, /or Q. Bishop to K. Kt. 4th sq. read 

Q. Bishop to adT. K. Kt. 4th sq. 
114, at the 4th^oye of the White, erase the wordt « See Variation A." 
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' TCHAPTER I. • 

t 

(Mf GIVING A PIECE. 

* if 

This X/hsiJg^ is divided into two Sections ': 
the first treats of the advantage of the Rook ; 
the secon(\^on giving the Knight, 

SECTION I. 
On giving (he Book. 

JYofe.-^He who gives a pi^> unless it be otherwise 
agreed^ has the move. 
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• First Gamb. 



Black gives the Qaeen's Rook. 



1. K. Pawn 2 sq. 

2. K. Bish. to Q. B. 4th Sj}. 

3. K. Knight to B. 8d sq. 

4. K. R.Pawnl 8q.*(/) 
6. Q. Pawn 1 sq. 

6. Q.B.toadv.K.Kt.4thsq. 

7. Q. Bishop to K.B. 4th sq. 

8. Q. Knight to B« 3d sq. 

9. Bishop to Q. Kt. dd sq. 

10. Q. R. Pawn l sq. 

11. Q.KiiighttoQ.R.4thsq. 

12. Q.B. Pawn takes P. 

13. Cbstles. 

14. Bishop takes B. 

16. K.Kt.Pawn 2sq. t(*) 



WHITE* 

The same. 

The same. 

Q. Pawn 1 sq. 

k. Knight to B. 3d sq. 

Castles. 

K. R. Pawn 1 sq. 

Q, fl. Pawnl sq. 

Q. Kt. Pawn 2 sq. 

Q. R. Pawn 2 sq; 

Q. Kt. Pawnl sq.(0 

Q. Knight to R. 3d sq. 

Pawn retakes. 

Q. Bishop to K. 3d sq.{^) 

Pawn takes B. 

Qneen to K. sq. ( ) 



* Qaeen*s bishop's pawn one square would have been a better move, 
the White not being able to play quel's Inshop either to king's third or 
to adversary's king's knight's fourth square without losing a pawn. 

j- A move like this ca,n only be ventured with a player to whom odds 
are ^ven ; it is commonly verj^d play to move the pawn^ on the 
side you have castled until absolutely compelled. 
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BLACK. 

16. K. Kt. Pawn 1 »q. 

17. Q. Bishop takes P.* 

18. King to Kt. 2d sq. 

19. Bishop to Q. 2d sq. 

20. Q. Knight tdces B. 

21. Bishop to K. 3d sq. 

22. Knight to its sq. 

23. Rook retakes. 

24. Rook to Q. Kt. sq. 

25. Pawn takes P. 

26. * Q. Pawn 1 sq. 

27. Knight to K. 2d sq. 

28. Q. Kt. Pawn 1 sq. 

29. Knight to its 3d sq. 

30. Rook to Q. R. sq. 
Knight takes Kt. 

32. Rook to adv. Q.R. 3d sq. 

33. Rook to adv. Q. Kt. 3d sq. 

34. King to R. 2d sq. 

35. Bishop takes Kt. 

36. K. R. Pawn 1 sq. 

37. King to R. 3d sq. 

38. Rook takes Kt. P. 



WHITE. 

Pawn^akes P. 

Qaeento K, R. 4th sq. 

K. Knight to R. 2d sq. 

Rook to K. B. 3d sq. 

Q. Knight takes Kt. 

Q. Rook to K. B. sq. 

Queen takes Q. 

Q.Knight to adv. R. 4th sq. 

Q. Pawn 1 sq. 

Pawn on K. file takes P. 

K. Pawn 1 sq. 

Q. Knight to its 3d sq. 

Q. Knight to B. sq. («) 

Q. Knight to K. 2d sq. 

Q. Knight to K. B. 4th sq. 

Rook takes Kt. 

Q. Rook to K. B. 3d sq. 

Q. R.to K.Kt. 3d8q. chg. 

K. Knight to its 4th sq. 

K. Rook takes B. 

R. to adv. K.Kt.2d sq. chg. 

Rook takes B. P. 

K. Pawn 1 sq. 



* Taking with the knight would have been better play. 

b2 
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^BLACK. 

39. Rook to adv. Kt. 2d sq. 

40. King to Kt. 3d sq. 

41. King takes R. 

42. King to B. 3d sq. 

43. King to Kt. 3d sq. 

44. King to R. 2d sq. 



WHITB. 

Q. Rook to K. 3d sq. 
K. Pawn 1 sq. 
Pawn goes toQ. giving chk . 
Queen to adv.K.B.Sq. chg. 
R. to Kt. 3d sq. checking. 
Q. toad. Kt. 2d sq. giving 
checkmate. 



( * ) This move is played to prevent the White from changing 
his queen's bishop for your king's knight. 

) To enabh" you to push the queen's pawn two squares, 
in order to establish your pawns in the centre. 

(^) You push this pawn in order to drive away the queen's 
knighty which prevents your pushing the queen's pawn two 
squares, and establishing your pawns in the centre. 

(^) You offer an exchange of bishops. It is no disadvan- 
tage, generally speaking, to bring the king's bishop's pawn into 
the centre ; and it is commonly the surest game to exchange as 
frequently as possible, when a piece is given. 

(® ) He pushes his pawns up to attack you on the side you 
have castled. 

(^) You bring your queen to this square, with a view of 
liberating your knight. 

( s ) Your knight being useless in its present situation, you 
remove with a view of bringing it into jplay at the bishop's 
fourth square. 
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Second Game. 



The one who gives the Rook plays the King's Gambit. O 



BLACK. 

1. K. Pawn 2 sq. 

2. K. B. Pawn 2 sq. 

3. K» Kt. to B. 3 sq. 

4. K. Pawn 1 sq. 

5. Q. Pawn 2 sq. 

6. K. Bishop to Q.B. 4th sq. 

7. Queen to her 3d sq. 

8. Bishop to Q. Kt. 3d sq. 

9. Castles. 

10. K. R. Pawn 1 sq. 

11. Queen takes B. 

12. Rook to K. sq. 

13. Q. Knight to B. 3d sq. 

14. Q. Knight to Q. sq. 
16. Q. B. Pawn 1 sq. 

16. Q. Knight toK.B.2dsq. 

17. K. Bishop to Q.B. 2d sq. 

18. Q. Kt. Pawn 2 sq. 

19. Q.R. Pawn2sq.. 



WHitE. 

The same. 

Pawn takes P. 

K. Knight to B.3d sq.** 

K. Knight to R. 4th sq. 

Q. Pawn 1 sq. 

Q.B* to ad. K.Kt. 4th sq.^ 

Q. Pawn.l sq. («) 

Q. B. Pawn 1 sq. 

K. Bishop to K. 2d sq. 

Bishop takes Kt. 

Knight to adv Kt. dd sq. 

K. Kt. Pawn 2 sq. 

Q. Knight to Q. 2d sq. 

Queen to its Kt. 3d sq. 

Castles with Q. R. 

Q. Knight to K. B. sq. 

Q. Knight to K. 3d. sq. 

Q. Rook to K. Kt. sq. 

Queen to its sq. 



* Not 80 good a move as king's knight's pawn two squares. 
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BLACK. 



WHITE. 



20. Q. Kt. Pawn 1 sq. (f) 
Jl. Rook to Q. sq. 

22. Q. Bishop to Kt. 2d sq. 

23. Q. Bishop to its sq. 

24. Rook to K. sq. 
26. Queen to its sq. 

26. Q. Bishop to Q. 2cl »q. 

27. Knight lakes P. 

28. Rook takes Kt. 

29. King to R. sq* 

30. K. Bishop takes P. 

31. King to R. 2d, 

32. Q. Bishop to K. sq. 

33. K.B.toady.K.B.4thsq. 

34. Bishop takes R. 

35. Knight to its sq. 

36. King to Kt. 2d sq. 

37. King to its B. sq. 

38. Queen to her 2d sq. 

39. Queen takes P. 

40. King to B. 2d sq. 



Q. B. Pawn l sq. 
K. R. Pawn 2 sq. («) 
Q. JB. Pawn l sq. (0 
Q. Rook to K. Kt. 2d sq. 
K. Rook to Kt. sq. 
K. Kt. P^wn 1 sq. 
Kt. Pawn takes P. 
K.Knighttoadv. EL 4th sq« 
Rook tak^ Kt. P. chg. 
Q. Pawn takes R. 
Q. Rodk to adv. Kt. 3d sq. 
K. R. to adr. K. Kt. 4th sq. 
Rook to adv. K. 3d sq. 
Q. to K. Kt. square. 
Pawn takes B. 
Queen to R. 2d sq. chg. 
Q. to adv. K. 4tfa sq. chg. 
vK. Kt. Pawn 1 sq. 
K. Kt. Pawn 1 sq. chg. 
Rook takes B. check&^. 
Q. to adv. K. 3d sq. giving 
checkmate. 



(^) A player who gives his adversary a piece tries com- 
monly to embarrass his opponent by playing that sort of game 
ivith which he supposes him least acquainted, and now plays 
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the Kind's Gambit, which game might easily be lost in spite of 
the advantage of the rook, were not the true defence, for a 
considerable number of moTes, to be opposed to it. 

(^) If, instead of playing queen's bishop to adv. king's 
knight's fourth square, you had taken his king's pawn with youf 
queen's, black would have taken your king's bishop's pawn, 
giving check ; and, on your taking the bishop with the king, 
would have played his knight to your king's fourth square, 
winning back his bishop with a good positfon. 

( ^ ) You have no time to lose in pushing the queen's pawn 
on his bishop; had, you taken hb knight with your queen's 
bishop, by re-taking with his queen he would have won your 
knight. 

C^) This pawn is pushed with a view of making an opening 
on the side you have castled. It would beAad play for you 
to take, or to allow him to exchange his knight's pawn for your 
bishop's, as he would then fucceed in getting rid of the paw# 
which obstructs his pieces. * 

(^) Pursuing your attack on the adversary's king. It is an 
almost invariable rule when tti^ kings have castled on different 
sides of the boards for the pawns opposed to the king to be 
pushed in advance upon bitn. 

(^) pushing this pawn you secure your king from all 
danger, and nothing will hinder you from pursuing the attack 
which you have formed upon his. " 
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The same Game, 

J* -, t 

Bat instead of taking the Gambit Pawn yon posh the 
Qaeen's Pawn two steps. 

BLACK. ' WHITE. ' ' 

1. K. Pawn 2 sq. The same. 

2. K. B. Pawn 2 sq. Q. Pawn 2 sq/' 

3. K. Pawn takes P. Qaeen takes P. 

4. K. Knight to B. 3d sq.* K. Pawn i sq.f 

6. K. Kt. to adv. K. 4th sq. E. Knight to R. 3d;0q. 

6. K. Bishop to Q.B.4tfasq. Queen to her 3d sq. 

7. Q. Knights to 3d sq. K. B. Pawn 2 sq. 

8. Q. FmA 2 , Q- B. Pawn 1 sq. 

^' Q. Knight to K. 2d sq. ^-Q. Bishop to K. 3d sq. ,^ 

10. Bishop takes B. Qaeen retakes. 

11. Q. B. Pawn 2 sq. B. chksatadv.Q.K.4thsq. 

12. King to B. 2d sq. Q. Knight to Q. 2d. sq. 

13. Qaeen to Kt. 3d sq. Q. Knight takes Kt. 

14. B. Pawn takes Kt. Kt. toady. Kt. 4th sq. chg. 

15. King to B. sq.' Qn^n to K. 2d sq. 



* Queen's knight (b bishop's third square would be a better move^ 
as it briogs out a piece and forces the adverse queen to retire. 

t Queen's bishop to adv. king's knight's fourth square would not . 
have been a bad move* 
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])UGK. 

%S. Q. R. Pawn 1 sq. 

17. K. R. Pawn l sq. 

18. Q. Bishpp take* Kt. 

19. Knight to Kt. 3d sq. 

20. Knight to adv. R. 4th sq. 

21. Queen to K. dd sq. 

22. Knight to B. 4th sq. 

23. Q. Kt. Pawn 2 sq. 

24. King to B. 2d sq. 

25. K. Kt. Pawn l^sq. 
20. R. to Kt. sq. 

27. K. R. Pawn 1 sq. 

28. Q. R. Pawn 1 sq. 

29. Kt. to adv. K. 3d sq. 

30. Knight takes R. 
31.. Q. K^t. Pawn i sqjj 

32. Q. R. Pawn takes P^ 

33. Q. Pawn 1 sq. 

34. Q. B. Pawn 1 sq. 

35. Rook takes P. 



WHITE. * 

Bishop to R. 4tli sq. ^ c 
Knight to R. 3d sq. 
Pawn takes B. 
King's R. to B. sq. 
Castles. 

Qneen to K. Kt. 4th sq. 
K. Rook to Kt. sq. 
Bishop to 0. B.'2d sq. 
Q. Rook to Q. 2d sq.« 
Q. Rook to K. Kt. 2d sq. 
Pawn on R. file 1 sq. 
Qneen to adv. Kt 4th sq. 
Bishop to Q. Bqnare. 
Sishop takes adv. K. R. P. 
Rook takes Ku 
JMhi takes P. 
Bishop to Q. sq.f 
Kii^'sR. advanced P. 1 sq. 
P.oidl.filetakeskt.P. chg. 
Q. take» R. checking.^: , 



* queen's rook might still have been sacrificed for the queen's 
pawn, 

t King's bishop's pawn one square wonld h%ve been much better. 
I It would have been better to move bishop to adversary's king's 
rook's fourth square. 
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BUACK. 



WHITE. 



96* Qneeikiakes Q. 

37. King, takes R. 

38. K. Pawn 1 sq. 



Bishop to K. Kt. 4th sq. 
K. B. Pawn l sq. chg. 



Rook takes Q. 



39. King to Kt. 2d sq. 



B. to adv. R. 4th sq. («) 
K. B. Pawn 1 sq. checking. 
King's Pawn 1 sq. 



40. Q. Pawn 1 sq. 
41* King to B. sq. 

42. Q. B. Pawn l sq. 

43. King to Kt sq. 



K. Pawn 1 sq. checking. 
Pawn goes to Q. and will 



mate in two moves. 



( If, instead of playing knight to rook's third square, you 
play queen's bishop to king's third square, he might play 
queen's knight to bishop's third square, and would gain a 
pawn* « 

( ^ ) Instead of playing the kmg's rook, it would have been 
better play to sacrifice the queen's rook by taking the queen's 
pawn, and then take the knigbt, giving check, after which the 
game will be won in a few moves, viz. — 

BLACK. WHITE. 

22. * Rook takes Q. p. 

23. Quj^en takes R. Queen takes Kt. checking. 

If the queen interposes, there is mate in four moves ; there-' 
fore, 

24. King to Kt square, 

to, prevent the loss of the queen, which would be won if 
the kmg was played to its second square. 



Rook to Q. sq. and will win. 
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( ^ ) You play your bishop to this square to prevent his king 
from occupying the bishop's second square, and stopping the 
progress of your pawns. If, instead of playing bishop to 
adversary's king's rook's fourth square, you had played kmg's 
bishop's pawn one square, you would have lost. See the 
following Note. 

BLACK. WHITE. 

39. K. B. Pawn 1 sq. checking. 

40. King to B. 2d sq. B. to adv. K. R. 4th sq, chf . 

41. King to its 3d sq. Pawn to B. 2d sq. 

42. King to its 2d sq. K. Pawn 1 sq. 

43. Q. Pawn 1 sq. Bishop to its 3d sq. 
44; Q. 6. Pawn 1 sq. Pawn takes P. 

45. Pawn retakes. K. R. Pawn 2 sq. 

46. K. Pawn 1 sq. and the Black will win. 

[Notc^On this Back Game I must observe that it is exceed- 
ingly ill conducted ; playing the king's bishop's pawn one 
square will not lose the game, on the contrary, there can be 
little difficulty in winning it, as the following example will, I 
trust, satisfactorily determine.— jEJi^.] 

BLACK. WHITB. 

39. K. B. Pawn 1 sq. checking. 

40. King to B. 2d sq. 

So far I agree with the Editors of the Traits des Amatenrs,^' 
but, instead of White playing bishop to adversary's king's 
rook's fourth square, he should play 
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BLACK. 

40. • 

41. Q. P. 1 sq. as the best move. 

42. Pawn takes B. 



WHITE. 

Bishop to K. 2d sq. 
Bishop takes P. 
King to Q. sq. winning with- 
out any difficnlty. 



Third Game. 



He who gives the Rook plays the Queen's Gambit. ( * ) 



BLACK. 

1. Q. Pawn 2 sq. 

2. ^. B. Pawn 2 sq. 
d. .K. Pawn. 2 sq. 

4. Q. Pawn 1 sq. 

6. K. Bishop takes P. 

6. Q. Knight to B. 3d sq. 

7. Q.B.toadv.K.Kt.4thsq. 
B« K. B. Pawn l sq. 

9. Rook takes B. 

10. Q.Bishop to K.R. 4th sq. 

11. Q. B. toK. B. 2d sq. 

12. Pawn retakes. 



WHITE. 



The same. O 
Q. Pawn takes P. 
The same. 

K. B. Pawn 2 sq. (^) 
K. Knight to B. 3d sq. 
K. Bishop to Q. B. 4th sq. 
Castles. 

Bishop takes Kt. 

K. R. Pawn 1 sq. 

K. Kt. Pawn 2 sq. 

K. B. Pawn takes K. P. 

Q. B. to adv. K. Kt. 4th sq. 



GAME OF CIIES8. 
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BLACK. 

13. Qaeen to its 3d sq. 

14. K. B. Pawn l iq. 
16. K. Kt. Pawn 2 iq. 

16. K. B. Pawn l iq, 

17. Q. Bishop to K. 3d tq. 

18. King to Q. B. tq.'* 
1'9. Queen to K. 2d sq. 

20. Q. B. Pawn 1 sq.f 

21. K. B. Pawn l sq. 

22. Q.Kt toadr.Kt.4thsq. 

23. K. Bishop to Q. 3d sq. 

24. K. Bishop takes B. 
26. Pawn takes Pawn. 

26. Bishop to Q. 3d sq. 

27. King to Q. B. 2d sq. 

28. Rook to Q. sq. 

29. Q. Kt. Pawn l sq. 

30. Q. Bishop takes Kt. 



WHITE. 

Q. Knight to Q. 2d sq. 
Bishop to K. B. 4tii sq. 
Bishop to K. Kt.<3d sq. 
King to Kt. 2d sq. 
Knight to R. 2d sq. 
K. R. to adv. K. B. 3d. sq. 
Queen to K. B. 3d sq. 
Q. B. to K. B. sq. 
Q. Bishop to K. sq. 
Q. Knight to its 3d sq. 
Q. Bishop takes jKt- 
Q. B. Pawn l sq. 
Pawn retakes. 
Q. Rook to Q. sq. 
K. Knight to K. B. sq. 
K. Knight to K. 3d sq. 
K.Kt.toadv.Q. 4thsqichg. 
Book takes Q. B. 



* 

* The privilege of castling on the side the rook is giTen (if I mftj 
use the expression) is, ftpparently^ not taken away, according to the 
French laws. If, however, castling be a combined operation of the 
king and rook, playing the king to the qaeen's bishop's square, though 
permitted in France, would not be allowed in England. 

t A very weak move. 
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BLACK. 

31. Book to Q. 2d sq. 
82. Q. R. Pawn 1 sq. 

33. B. to Q. B. 4th sq. 

34. Book takes R. 

35. K. JPawn 1 sq. 

36. : Qaeen takes Q. 

37. King to Q. Kt. 2d sq. 

38. King to Q. B. 2d sq. 

39. Bishop to adv. K. 3d sq. 

40. King to Q. 2d sq. 

41. King toQ. sq. 

42. King to Q. B. sq. 

43. King to Q. Kt. 2d sq. 



WHITE. 

K. R. to adv. K. Kt. 8d sq.* 
Knight to Q. 2d sq. 
Q. Knight to B. 4th sq. 
Paipm takes Rook. 
Queen to adv. K. B. 3d sq. 
Rook retakes. 
Kt. to adv. Q. 3d sq. chg. 
Knight takes adv. K. P. 
Qaeen's P. 1 sq. checking. 
R. to adv. K. B. 2d sq. chg. 
Knight to adv. K. B.ddsq. 
Rook to adv.K.B. sq. chg.f 
Qneen's P. 1 sq. and White 
will win. 



(5) This game is proposed with a view of instructing you to 
defend yourself against a superior player, who, in giving the 
rook, adopts this method of opening the game. The Queen's 
Gambit will be noticed hereafter. 

(^) You may also, instead of playing queen's pawn two 
squares, push king's bishop's pawn two squares. 



^ Queen's rook should have taken the adversary's king's bishop, and, 
on the Black retaldng with the rook, would play king's rook to adver- 
sary's king's bishop's second square, winning the adversary's qneen. 

-) Queen's pawn one square would have beeii better. 
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• - 

[On tliis^ note I must observe tbat it will not give so good a 
game, as White's game 'will be more confined than his adver- 
sary'Sy which should more be especially guarded against by a 
player who receives odds.— jB^/.] 

( ^ } You play tUs with a view of breaking his line a^psmts, 
or to establish your own»n your king's side. 

[The Editor must remark that the moves on the part of tl^e 
White are very correctly played.] 

(') The Black can only retard the loss of the game a few 
moves. 



The same Game. 

But instead of playing^ at the third move, the King 1 
Pawn two squares, he pushes it only one. 



BLACK. 

1. Q. Pawn 2 sq. 

2. Q. B. Pawn 2 sq. 

3. K. Pawn 1 sq.* 



WHITE. 



The same. 

Pawn takes P. 

K. B. Pawn 2 sq. (*) 



* Not so good a move as king's pawn two squares. 
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WHITE. 


4. 


Bifihop takes P. 


K. Fawn l sq. 


5. 


K. B. Pa^rn 1 sq. 


K. Knight to B. 3d sq. 


A 


O' R Pawn 1 sa. 


O. B. Pawn 2 sa. 


7 • 


J^KlfSXSU WJ Its JCk.!*. OU BU. 


Onuen to its 2d sn. 


Q 


ITnicrYit in fT Oil firi 

Xk.. XkUlKilt l>\f Xlk* BU. 


O Knicrht to B Sd sa 


9. 


K.B toadv O Kt 4tbBa 


O- R- Pawn 1 sa. 

. AV/ . JL uvTU A ova. 


in 


Biflhnn talcAfl TCt 


Oneen lakes B. 


J X* 


O Kt to B 3d sa. 


K BishoD to O. 3d sa 




ICinflf castles. 


O. B. Pawn 1 sa. . 


AO* 


OneATi to B. 2d sn. 


Castles. 


14 


K. Pawn 1 so. 


Pawn takes P. 


X • 


B Pawn retakes. 


Kniirht to adv Kt dth sa 


xO* 


W^nk takes B.. cheokincr 


Bishon takes R. 


17. 

X f • 


K. R. Pawn 1 sq. 


K. Knight to B. Sd sq* 


18. 


ij. llisboptoK.J5.4tDSq. 


Ij. Kt. Fawn 2 sq. 


19. 


K. Knight to its 3d sq. 


Q. Bishop to Kt. 2d sq. 


20. 


King to R. sq.**^ 


Rook to Q. sq. 


21. 


Q. Bishop to K. 3d sq. 


Q. R. P^wnlsq. («) 


22, 


K. Pawn 1 sq. 


K. Knight to Q. 4th sq. 


23. 


Q. Knight takes Kt. * 


Qneen takes Kt. 


24. 


K. Knight to B. sq. 


Q. Kt. Pawn 1 sq. 


26. 


Pawn takes P. 


Pawn retakes. 



* A worse than uieless move, as it gives the adversary time to bring 
his pieces into play and prepare hit attack. 



GAMB OF CHESS. ^7 

BLACK. WHITE. 

26. Q. Bishop toK. Kt. sq.* Q. Kt. Pawn 1 sq. 

27. Queen to K. B. 2d sq. K.B. to adT.Q.Kt.4tli8q.t 

28. Qneen to K. Kt. dd sq. Qaeen's B. P. l sq.j: 



* It is difficult to understand the reason of this move, 
f Playing the king's bishop to adversary's queen's rook's third square 
would have been a better move^ viz. 

BLACK. WHITE. 

27. ... . , - K. B. to adv. Q. R. 3d sq. 

If the pawn takes thei bishop the game would be won thus :— ^ 

SjB. Q. Kt. Pawn takes B. Rook to K. B. sq. 

29. Queen to K. 2d sq. Q. takes adv. K. Kt. P. checking. 

SO. Queen takes Q. Bishop retakes, checking. 

31. King takes B. Rook takes Kt. 

32. King takes R. Q. Knight 1 sq. and will win. 
Therefore, on the twenty-eighth move, the Black^lays — 

28. Knight to K. 3djq.' or (A) Queen takes adv. Q. P. 

29. Pawn takes B. Queen's Kt. 1 sq. and will win. 

(A) 

28. Knight to K. 2d sq. 4Bishop takes Kt. P. 

29. Knight takes Kt. P. Pawn takes Kt. 

30. Queen takes B. Queen takes K. Kt. P. checking. 
31« Queen takes Q. Bishop retakes, checking. 

32. King takes B. P. on Q. Kt. file -l.sq. checking, 

and will win. 

t Queen should have taken adversary's king's knight's pawn, giving 
queen and bishop for adversary's queen. Vidt ( B ) 
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BLACK. 

29. Pawn takes P. 

30. Knight Ui K. 3d sq. 

31. Knight to K. Kt. 4th sq. 

32. K. Kt. to B. 2d sq. 

33. Kt. to Q. sq. 

34. Bishop takes B. 

36. Knight to Q. B. 3d sq. 

36. Knight to K. 2d sq. 

37. Knight interposes. 

38. Queen to K. B. 2d sq. 

39. Qneen retakes. 

40. King takes B. 



WHITE 

K. B. takes P. 
Qneen to adv. K. 4th sq. 
King to R. sq. 
Qneen to her 4th sq. 
Bishop takes P. 
Qneen retakes. 
Rook to Q. B. sq. 
Qneen to adv. Q. sq. chg. 
Rook to adv. Q. B. sq. 
Qneen takes Kt. checking. 
Rook takes Q. checking. 
Q. Kt. Pawn 1 sq. and 
will win. 



( * ) In the precedmg gj^me, the adversary at the third move 
pushed his king's pawn two squares and you played yours two 
squares likewise, and that for two reasons, either to break his 
line of pawns or to establish your own on the king's side. In 
the present game, seeing that he has not ventured to play his 
king's pawn two squares, yoy^ on the like principle of prevent* 



•-• • . . • • •-« . • • 



(B) 

BLACK. 

28. 

29. Queen takes Q. 

30. Ring takes B. 

31* Pawn takes P. as the best move. 



WHITE. 

Q. takes adv. K. Kt. P. chg. 
Bishop takes Q. checking. 
Q. B. Pawn 1 sq. 
K. B. takes P. and P. moves on 
toQ. 



GAME OF CHESS. 
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ing him establishmg his pawns in the centre^ play your king's 
bishop's pawn two squares : it will be seen, by the result, of 
what utility pawns are when established in the centre of the 
board, for the gaming or defending a game. 
. [In spite of the above note, the Editor conceives that playing 
the king's pawn two squares would be a better move than the 
above ; as, in case the queen's pawn took the king's pawn, the 
Wnte would have a very good game by changing queens, and 
then supporting the Gambit Pawn, which might be done without 
danger.— jEJtf.} 

( ^ ) It !s improper to play out the knights until the king and 
queen's bifll»q/s pawns have been moved, it is evident that the 
knights, played to the bishop's third square, stop th^ advance 
of those pawns which are destined to support the king's and 
queen's: this rule, however, is not without exception; the 
system of attack or ddence frequently obliging you to play 
your knights out before you hate time to move your pawns. 

' [On the above observations the Editor must remark, that this 
note seems derived from that erroneous dictum of Philidor 
which reprobates the first player's bringing, at the second move, 
his king's knight to bishop's third square. The injury that this 
remark of Philidor has done to the improvement of Chess players 
in general has been such that it may be very fairly disputed 
whether it would not have been better for the Chess world had 
oo such treatise ever been brought before the public. — Ed.] 

(*) You push this pawn one square with the view of playing 
the queen's knight's pawn one square afterwards, in order to 
drive off hb knight which supports his centre pawn. 

08 
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Annexed Games, actually played. 

White gives the Qaeen's Rook and plays the King's 
Gambit. 

WHITE. BLACK. 

1. K. Pawn 2 sq. ~ The same. 

2. K. B. Pawn 2 sq. Pawn takes P. 

3. K. Knight to B. dd sq. K. Kt. Pawn 2 sq. 

4. K.Bishop to Q.B. 4th sq. K. Bishop to Kt. 2d sq. 
6. K. B. Pawn 2 sq. K. B. Pawn 1 sq. 

6. Q. Pawn 2 sq. Q. Pawn 1 sq. 

7. Q. B. P^wn 1 sq. Q.B. toad. K.Kt. 4th sq.^ 

8. Qaeen to Kt. 3d sq. Q. Bishop takes Kt. 

9. K.B.takesad-K.B.P.chg. KingtoB. sq. 

10. K.Btoadr.K.Kt.ddsq. Qaeen to K. 2d sq. ( ) 

11. Q. takes adv. Q.Kt.P.(«) Q.B.toadv.K.Kt.4thsq. 

12. Qaeen takes R. Qaeen to her sq. 

13. Castles. K. Knight to B. dd sq. 

14. K. Pawn 1 sq. K. Knight to Q 2d sq. 
16. Q. Bishop takes P. Pawn takes B. 

16. Rook takes P. checking. King to Kt. sq. ( * ) 

17. Q. to adv. Q. 4th sq. chg. Q. Bishop to K. 3d sq. 

18. Qaeen takes B. checkmating. 



GAME OF CHB8S. 
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(*) A bad move, qneeo'i bishop's pawn one square is the 
proper move. 

( ^) Qneen's pawn should have been moved one square. 

( ') Thb is a good move, the attack is well conducted on the 
part of the White. 

(* ) The knight is brought over to this square to enable the 
queen to remove. 

(*) Black might have protracted the game, but nothing 
could ultimatel J have saved it. 



Samb Odds. 

White plays the King's Gambit, but instead of playing 
Knight to Bishop's third square at his third move, brings * 
out King's Bishop to Queen's Bishop's fourth square.** 



• Bringyigoot the bishop when playing the Gambit is not good; for 
the adversary, by giving check with his queen at your king's rook's 
fourth square, and afterwards poshing his king's bishop's pawn two 
squares will get a better game. It is ventured however against a 
player to whom odds are given, with a view of entrapping his queen, 
as in the present game. 
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WHITE. . .1. . BLACK. ' 

1. K. Pawn 2 sq. The same. 

2. K. B. Pawn 2 sq. Pawn takes P. 

3. K. B. to Q. B. 4th sq. Q. to adv. R. 4th sq. chg. 

4. King to B. sq. K. Kt. Pa^ 2 sq. 

6. K. Knight to B. 3d sq. Q. to adv. K. Kt. 4th sq, («) 

6. K.B.takesad.K.B.P.chg. King to bis Q. sq.. 

7. Q. Knight to B. 3d sq. Q. B. PawQ 1 sq. ( ^ ) 

8. K. R. Pawn l sq. Queentoadv.K.Ktddsq* 

9. Q. Knight to K. 2d sq. Queen takes K. Kt. chg. 
10. K. Kt. Pawn takes Q. and White will win. 

( Black loses a pawn and the benefit of castlmg by this 
move; he will besides have a bad game on account of the situa* 
tion of his queen. 

{^) Black loses his queen for a minor piece by thi$^move. 



Same Odds. 

White plays at his second move King's Bishop to 
Queen's Bishop's fourth square. 



WHITEp 

1. K. Pawn 2 sq. 



BLACK. 

The same. 



GAME OF CHESS. 
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WHITE. 

2. K. B. to Q. B. 4th sq. 

3. Q. B. Pawn 1 sq. 

4. K.£iiigbttoB«3dsq.(0 
t^• Castles. 
e« K, P4IWII tak€s P. 
7« Pawn m Q. file tak^s!^ 

adv. Q. B. P. (») i 
8. Rook to K. sq. 
9* Bishop takes B. 

10. Q. Pawn 2 sq. 

11. Qneen to Kt. 3d sq.^ 

12. K. Kt. P^wn 1 sq. 

13. Q. takes adr. K. P. chg. 

14. Rook. takes Q. cheeking. 

15. P. takes adv; Q. Kt. P. 

16. P. takes R. making a Q. 

17. Q. Bishop to K. 3d sq. 

18. Q. B. Pawn 1 sq. 

19. K. B. Pawn takes Kt. 

20. King to B. 2d sq. and White mast win. 



BLACK. 

The same. 
Queen to K. 2d sq. 
Q. B. Pawn 1 sq. 
Q. Pawn 2 8q.(*') 
K. Pawn 1 sq. 

Pawn takes K. Kt. 

Q. Bishop to K. 3d sq. 
K. B. Pawn takes B. 
K. Bishop to Q. 3d sq. 
Queen to adv. K. R. 4th sq. 
Q to adv. K. R. 3d sq. O 
Queen takes Q. 
King to B. 2d sq. 
King takes R. 
K. Knight to B. 3d sq. 
K. Knight to Q. 4th sq. 
K. Knight takes B. 
K. Rook to B. sq. 



(*) This would be a very good move when playing even, 
but the adversary when receiving a rook may take your king's 
bishop's pawn with his bishop, giving check, and afterwards 
playing his queen to her bishop's fourth square, will succeed . 
in exchanging bishops. 
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(^) The black gives a pawn with the view of forcing your 
'king's knight to king's square. 

( ^ ) This is a well played move ; the concluding part of tins 
game is beautifully conducted by the White. 

(') This move loses the game. 

(*) This move is not well played, as it enables the White to 
force an exchange of queens and afterwards to make another, 
taking queen's knight's pawn. 

In this game some moves are very far from being wdl 
played ; I am, however, indnced to insert it, as taking the 
queen's bishop's pawn, together with the subsequent 
moves of the White, are certainly deserving of notice. 



GAME OF CHESS. 

SECT. 11. 
On giving the Knight, 

First Game. 
Black gives the Qaeen's Knight. 



BLACK. 

1. K. Pawn 2 sq. 

2. Bishop to Q. B. 4th sq. 

3. Knight to B. 3d sq. 

4. K. B. Pawn l sq. 

5. Q. Pawn 1 sq. 

6. Castles. 

7. Q. B. Pawn 1 sq. 

8. Pawn takes P. 

9. K. B. to Q. Kt. 3d sq. 

10. i).B.toad.K.Kt.4thsq. 

11. Book to K. sq. 

12. K. B. to Q. B. 2d sq. 
18. Bishop to K. R. 4th sq. 
14. Q. B. to K. Kt. 3d sq. 
16. Q. Pawn 1 sq. 



WHITE. 

The same. 

The same. 

Q. Pawn 1 sq. 

K. Knight to B. 3 sq. 

Q. B. Pawn 1 sq. 

CastieSe 

Q. Pawn 1 sq. 

Q. B. Pawn takes P. 

K. Bishop to Q. 3d sq. O 

Q. Bishop to K. 3d sq. 

Q. Knight to B. 3d sq. 

K. R. Pawnlsq. (*) 

Q. Rook to B. sq. («) 

K. Knight to Q. 2d sq. 

K. B. Pawnl sq. (•») 
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WHITE. 

K. Bishop to Q. Kt. sq. 
K. Pawn 1 sq. 
Rook takes B. 
Ki B. Pawn l sq. 
Queen to K. Kt 4th sq. (*) 
K. B. Pawn l sq. 
K. B. Pawn l sq. 
Q. B. takes adv. K. B.P. 
Qooen to K. R. 4th sq. 
Q. Rook to K. sq. (s) 
Q. Bishop to K. B^4th sq. 
Pawn takes P, (*) 
King to R. sq. - *e 

Q.iBishop takes' B. - 
K. Knight to Bi Sdsq. 
K. Kt. to adv. K* 4Uuq.O 
K.R. to Kt.sq.and wiU win. 

[This game is exceedingly skilfully played- on the' part 
of the White, and it is apparent, from the style of play, 
that the person who received the knight^was the stronger 
player of the two. — JBrf.] . • « 

( * ) You retire yonr bishop in order to maintain your pawns 
in the centre, which, it can never be too often^ repeated, are 
essential for gaining or defending a game. 



BLACKS 

16. Q. Rook to B. sq. 

17. K. Bishop to Q. Kt. sq. 

18. Bishop takes B. 

19. Eoiight to B. 2d sq. 

20. Q. to adv. K. R. 4th sq. 

21. Queen to K. 2d sq. 

22. King to R. sq. (0 

23. Pawn takes P. 

24. K. Rook to Kt sq. 
26. K. Rook to Kjt. 3d sq. 

26. Queen to B. 2d sq. 

27. Q. Rook to K. Kt. sq. 

28. R. takes K. Kt. P. ohg. 

29. Queen to B. sq. 

30. Queen t&kes B. ' 

81. R. takes adv. Q. Kt. P. 
32. Que^n to B. 2d sq. 
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(^) Memsofer the. adversary -s knighU or bisliopa tp get 
into your game. Tbere are exoeptions, however, to this rple: 
aod the Editor suit observe that playing the king'» tonk't pam 
one sqqare, early in the game, is frequeddy a/iiseliai8, >pid 
not uncommonly a very dangerous, move. 

( * ) Yon play your rook to this square allowing your bishop 
to retire to the knighfs square, and, maintaining the comuvmih 
cation between ypnr rooks^ you will see that this will pelrmit 
yout at , the seventeenth move, to play your king's pawn one 
square, which .will entirely derange his attack : it is proper^ 
likewise, to command the open files with the rooks as ofkeii as 
possible. 

(*) You play.thb pawn to defend your king's and maintain 
your pawns in the centre. It should be observed here, that it is 
very bad play to push the king's bishop's pawn one square at 
the commencement of a game, when you have not castled, for 
your adversary may frequently sacrifice his knight for your 
khig's pawn, -viz. — 

BLACK. WRITE. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. K. B. Pawn 1 sq. 

8. K. Knight takes K. P. K. B. Pawn takes KU* 

4. Queen to adv. R. 4th sq. chg» having a winning game« 



* After committiog the mistake of defendiDg the king's pawn with 
that of the bishop, the queen should be brought to king's second 
square, and you recover your (mwn, but the adversary has a better 
position. 
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(*) Receiving a piece, your play is to propose an exchange 
of queens, which he will not accept for the same reason; the 
retiring of his queen enables you to form your attack. ' 

(') He retires his king from the file to which your queen is* 
opposed. 

(') The rook is played to this square to force the adverse 
qyieen to retire. 

(^) The doubling his rooks and taking your king's knight^s 
pawn will gain him no ultimate advantage ; you should fottow 
your attack/ and not lose time in defending the knighf s paws, 
|t is of the utmost importance to maintain (what is termed) the' 
move, the gaining or losing a party frequently depending on it* : 
) It is generally good play to mask with a piece the direc«- 
/ tion of your adversary's pieces upon your king, when he has 
no pawns to drive it away ; besides, y^ur knight being played 
to this square places him under a mate. 
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Sbgond Game. 



Qaeen's Kni 

. BLACK. 

1. K. Paini 2 8q. 

S. K. Knight to B. 3d sq. 

8. K. Bishop to Q.B. 4th sq. 

4. Q. Pawn 1 sq. 

5. K. B. Pawn 1 sq. 

6. Q. Pawn 1 sq. 

7. Q. B. Pawn 1 sq. 

8. K. Bishop to Q. 3d sq. 

9. Castles. 

10. K.B.toQ.B.2dsq.]:0 
U. K. Knight to R. 2d sq. 
12. K. B. Pawn 1 sq. 
18. Q. Pawnlsq. (0 



ht is given. 

WHITE. 

The same. 

Q. Pawn 1 sq.* 

K. B. Pawn 2 sq.f 

K. B. Pawn 1 sq. ( • ) 

Q. B. Pawn 1 sq. 

Queen to K. B. dd sq. (^) 

Q. Bishop to K. 3d sq. 

Q. Knight to Q. 2d sq. 

Castles. («) 

K. Kt. Pawn2sq.r*) 

K. R. Pawn 2 sq. 

K. Knight to R. 3 sq. 

Pawn takes P. 



♦ This move may be ventured when receiving the odds, of a piece, 
but it will give a worse game playing even. 

t Queen's bishop's to adversary's king's knight's fourth square would 
have been a better move. 

t Queen's rook's pawn two squares would have been better. 
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BLACK. 

14. Pawn retakes. 
16. Bishop takes B. 

16. Q. Kt. Pawn 2 sq. 

17. Q. B. Pawn 1 sq. 

18. K. B. Pawn takes P. 

19. K. R. Pawnlsq.r(«) 
^0.' Queen to K. sq. 

21. K. Kt. Pawn 1 sq. 

22. Queen takes P. 

23. Q. Bishop to K. 3d sq. 

24. Queen to K. Kt 2d sq. 
26. Knight to B. 3d sq. 

26. QJ3. takes ad¥.Q.R.P.* 

27. ,Q. R. toK. sq. 

28. Knight takes Kt. 

29 Queen's R. to K. dd sq. 



WHITE. 

Q. Bishop to K.B. 4th sq. 
Queen retakes. 
Q. Knight to K. B. 3d sq. 
K. Kt. P. 1 sq. 
Pawn retakes. 
K. Knight to B. 2dsq. 
Queen to K. Ri 4th sq. 
P. takes P; see back Game. 
K; Bishop to K. 2d sq. 
Queen tpkes ady. K. R. P. 
K. Kt Pawn l sq. 
Queen to adv. K.Kt.4lh sq. 
Q. Knightto adv.K.4thsq. 
K. Kt: to its 4th sq. 
Q. Knight retakes. 
Q. Kt to ady. K. R. 3dsq, 
checking, and will win* 



(*) You push this pawn with a yiew of shutting up his 
queen's bishop, and afterwards advauciug your pawns, in case 
he castles on his king's side. 

( ) If, instead of playing queen to king's bisbop!s third 



* This is not the best move, but the game at this position is quite 
hopeless. 
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square, you had takeo the pawn, he would have gained his 
object, which was to prevent your pawn filling the centre. 

( ^ ) It is right to castle on the queen's side, when the adver- 
sary's pawns are not advanced on that side, and his pieces do 
not bear upon your king. 

(^) If he does not retire his bishop, his queen's pawn will 
remain en prUe, when you have displaced his king's knight, as 
win be seen in a few moves. 

(*) It is almost always good play when the kings have 
castled. 

( ' ) This is as good a move as he can play in his present 
situation. You run no risk in taking the offered pawn, his 
game not being sufficiently arranged to profit by the opening 
on your king before you have made one on his, which he will 
not be able to defend. 

(*) He pushes this pawn to* prevent uncovering his king. 

I . Back Game, 

Commencing at the twenty-first move, where, instead of 
pushing King's Knight's Pawn one square, you play King's 
Bbhop's Pawn one square. 



BLACK. 

21. 

tS. K. Rook to B. 2d sq.(M 
2t. <l. Bishop to Kt. 2d sq. 
24. K. Knight to B. sq. 



wurTE. 
K. B. Pawn 1 sq. 
K. Bishop to R. 3d sq. 
Queen to K. B. 4th sq. 
Q. Knight to adv. K. 4th sq. 
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#^ 

BLACK. WHITE. 

25. K. Rook to iU 2d sq. Q. Rook to K. B. sq. ( < ) 

26. Q. Rook to Q. sq. K. Knight to Q. sq. 

27. K. Rook to B. 2d sq. K. Bishop to Kt. 2d sq. (i" ) 
2B. King to R. 2d sq. K. R. takes adv. R.P. chg^ ( ' ) 

29. Pawn takes R. Q. to adv. K. B. 4th sq. chg. 

30. King to Kt. sq. K. Kt. Pawn 1 sq. 

31. I^night takes P. Queen takes Kt. checking. 

32. King to B. sq. Q. to adv. R.3d sq. checking. 

33. King to Kt. sq. Rook to adv. K.B. 4th sq. and 

will win. 

( ^ ) He plays this to get his knight into play. 

(') You should not push your bishop's pawn, which» being 
supported and passed, is the strength of your game, and is 
more valuable than gaining the rook for your knight. 

i^) When you are enabled to take any piece of your adver- 
sary'Sy or to obtain over him any particular advantage, as, for 
instance, gaining the exchange in the present instance, and ihb 
advantage cannot escape you, instead of taking it on the move, 
employ your time rather in strengthening your attack by a 
piece which you bring into play, or disengage, as in the pre- 
sent instance, when playing the bishop to the knight's second 
square, you free the rook, which helps to decide the game. 

) It is evident you have won, whatever you play, but the 
sacrifice of your rook is the best move in the situation, be^uit 
it allows you to push the pawn, which decides the game in the 
fewest moves possible. 
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Same Game in another Manner. 

* Hie Blacky seeing the risk he ran throagh castling on 
his King's side, on account of the advance of year Pawns, 
prepares to castle on his Qaeen's side, and, with that 
view, plays, at the ninth move, Qaeen's Bishop to Queen's 
second square. 



BLACK. 

1% K. Pawn 2 sq. 

% K. Knight to B. 3d sq. 

3. K. Bishop to Q.B.4thsq. 

4. Q. Pawn isq. 

5. K. B. Pawn 1 sq. 

6. Q. Pawn 1 sq. 

7. Q. B. Pawn 1 sq. 

6* K. Bishop to Q. 3d sq. 

9* Q. Bishop to Q. 2d sq. 

10. Qaeen to B. 2d sq. 

11. Q. Pawn 1 sq. 

12. K.B. takes adv.Q .Kt. P. 

13. Qaeen takes P. 

14. Q. R. Pawn2sq. (^) 

15. Castles with his R. 

16. K. Knight to R. 2d sq. 

17. K. B. Pawn 1 sq. 



WHITE. 

The same. 

Q. Pawn 1 sq. 

K. B. Pawn 2 sq. 

K. B. Pawn i sq. 

Q. B. Pawn I sq. 

Qaeen to K. B. 3d sq. 

Q. Bishop to K. 3d sq. 

Q. Knight to Q. 2d sq. 

Q.R. Pawn2sq.(*) 

Q. Kt. Pawn 2 sq. 

Pawn takes P. 

Pawn takes P. 

Rook to Kt. sq. 

K. Kt. to K. 2d sq. 

K. Kt. Pawn 2 sq.(«) 

K. R. Pawn 2 sq. 

K. to Bishop's 2d.sq. ( d) 
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BLACK. 

18. Q. Kt. Pawn 2 sq. 

19. Pawn retakes. 
20.. Qaeen to K. 2d sq. 
Si. Q. BiBhop to iU 8d sq.f 
99* Bishop to Q. 2d sq. 
29. K; Bishop to Q. 3d sq. 
24. Bishop takes Kt. 

26. Q. Rook to Kt sq. 

26. K. Book to K» sq. 

27. Q. Kt. Pawn 1 sq. 

28. B. Pawn takes P. 

29. B. Pawn takes P. 

30. Knight takes Kt. 

31. Queen to K. 4lh sq. 

32. Q.toad¥.Q.Kt.2dsq.chg. 

33. K.RooktoB.8^.(<) 

34. King to B. 2d sq. 



WHITB. 

Pawn takes P. 
Q. Pawn 1 sq. 
K. Knight to Q. B. sq* 
Q. Pawn 1 sq. 
K. Knight to Q. 3d sq. 
K. Knight to B. 4th sq. 
Queen retakes.(*) 
Q.Kt.toK. B. 3dsq.(0 
K. Bishop to Q. 3d sq. 
K. Kt. Pawn 1 sq. 
Pawn retakes. 
Knight takes P. 
Queen takes. Kt. 
Q.RooktoK.Kt.sq. 
King to Bi. 3d sq. . 
Queen toadr. B. 3d sq. 
Queen to adv. Q. sAs^. 



* A very bad moye^ cutting off the communication betwetn hu 
castles and taking his knight out of the game, 
f It would have been better to attempt getting his passed pawns. oa. 
t A bad more : White, oiii^t to have checked with the qiteen^n^^ 

BUCK. WHim 
86. . . • . Q. to adv. K. Kt. 3d sq. cBecIfai|;. 

37. King to its 3d sq. Q. Bishop to adv. Q. B. 4tli sq. 

fgmng mate. 

The latter part of this game is^ however^ separately considersd^ wtU 
worthy of notiee. 



38. King to B. 3d sq. ^ 
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tliACK. WrfTPB* 

35. Q. Rook to Q. sq. K. Rook to adv. R. 2d sq. 

36. k. Rook to Kt. sq. K. Pawn 1 sq4 ( ^ ) 

37« Q. B. tnkes adv. K. B. P. K. Pawn 1 sq. checking. 

Q. Bishop to adv. K. Kt. 
4th sq. checking. 
3D. King to Kt 3d sq. K. B. takes B. checking. 

40. King takes B. Queen to K. B. 4th sq. chg. 

41. Bang to Kt. 3d sq. Queen to K. 4th sq. giving 

mate. ( * ) 

(*) You push this pawn, and afterwards your queen's knight's, 
in order to make an caning on the adverse king, in ease he. 
eastles on his queen's side. 

(^) If he had played queen to. bishop's third square, you 
shouM play queen to her square. 

You lose no time in pushing this pawn, as has been 
before observed, to make an opening on his king, and, with 
this view, you do not castle, but rather bring your king behind 
the pawns, in order to sustain them and set yourself free from 
his attack while you are following your own. 

(') This move will free your rooks, after you extricate 
your bbbop. 

(*) As this knight would be troublesome at the square where 
you intended to place it, he is forced to exchange piece for 
piece to get rid of it. 

(') This phced here allows you to push your king's knight's 
1 one step, and to make ap opening oh his king. 

D 2 



30 T|t£ATIS£ ON THE 

(<) He brings his rook to thif square to prevent yon from 
pushing your king's bishop's pawn. 

(^) This is the decisive move; you can sacrifice the king^s 
bubop's pawn, and even your bishop, although in takiog the 
pawn be attacks your bishop and queen. 

( ' ) You might force the queen, but it is better to give mate: 
[an observation the truth of which few will venture to eall in 
question.— 



The same Game ik another Manner* 

The Black, at the fifth move, instead of playing the 
King's Book's Pawn one square, sacrifices a second piece 
for three pawns. 

BLACK, WHITE. 

1. K. Pawn .2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Pawn 1 sq. 

3. K. B. to Q. B. 4th sq. K. B. Pawn 2 sq. 
4* Q. Pawn 1 sq. K. B. Pawn 1 sq. 
6. K. Knight takes K. P. Q. Pawn takes Kt. 

6. Q.toad.K.B.4thsq.chg. King to Q. 2d sq. 

7. Queen takes K. P. Queen to K. B. dd sq. 

8. Q. Bishop takes P. Queen takes Q. 

0. Bishop takes Q. Q. Knight to B. 3d sq. 
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BLACK. 

10. Q.BuihoptoK.Kt.3dsq. 

11. K. B. to Q. Kt 4tii sq. 

12. K. B. Pawn 2 sq. 
la. Q* Pawn 1 sq. 

14. Biihop takes Kt, cbg. 
16. K. castles with Q. B.* 

16. K.B.Pawn2 sq. 

17. Q. Pawn 1 sq. checking. 

18. K. Book to K. sq. 

19. K. Pawn 1 sq. 

20. Q. B. Pawn l sq. 

21. K. Pawn 1 sq. 

22. K.Book toK.^dsq. 
28. Q.B.toK.B.2dsq.cbg. 
24. K. Kt. Pawn 1 sq. 

26. Q. Book to K. sq. 

20. Pawn takes P. checking. 

27. K. Pawn 1 sq. 

28. Q. Bishop to Q. 4th sq. 
20. Bishop to its 3d sq. 
80. Q. Book to Q. sq. chg. 



WHITE. 

K. Kt Pawn2sq.(*) 
K. B. Pawn2sq.(^) 
K. Knight's Pawn l sq. 
Q.B. Pawnl sq. 
King takes Kt. 
Q. Kt. Pawn 2 sq. 
K. Knight td B. 3d sq. 
King to Q. Kt. 3d sq. 
K. Bishop to Q. B. 4th sq. 
K. Knight to K. sq. ( « ) 
Q. Bishop to K. B. 4th sq. 
K. Knight to its 2d sq. 
K. Bishop to Q. 3d sq. 
King to Q. Kt. 2d sq. 
K. Rook to K. sq. 
Q. B. Pawn l sq. 
King takes Pawn. 
King to Q. 2d sq. 
K. Knight to K. 3d sq. 
K. Bishop takes K. P. 
King to Q. B. dd sq. («) 
and will win. 



* It would have been better to play quecn^ bitbop't pawn two 
sqnaret. 
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( * ) It is necessary to push tins pawa to prevent him plajing 
his king's bishop's pawn two squares, which would plaee his 
pawns in the centre, preventing you from bringing your pieces 
into play, and would cause the loss of the game. 

[To the last part of this observation the Editor cannot agrta ; 
the White would have a winning game, even allowing the paim 
to be pushed. — Ed.] 

( ^ ) If ^'ou had not moved this pawn be would have attacked 
your rook with his bishop, gaining a piece. 

( * ) If you had retired your knight to queen's second fquare 
you would mask your queen's bishop; he would take ad vantage 
of it by playmg king's bishop's pawn two squares, and, faaviog 
three passed pawns, he would have a winning game. 

[This remark is founded on the preceding note, the truth of 
which the Editor cannot admit.] 

( ) If you had covered the check with your bishop, he would 
have played queen's bishop to adversary's king's fourth square^ 
gaining a piece. You would have lost the game, in spite of 
the piece given, and the sacrifice of the other for three pawns, 
if you had not, at the early part of the game, played the very 
best moves, such as king's knight's pawn two squares at the 
tenth, and king's knight to king's square at the nineteenth. 
This example is merely given with a view of enabling you to 
defend yourself against the^dvance of a number of pawns: 
you may avoid this attack by playing, at the fourth move, 
king's knight to bishop's third square, instead of king's bishop's 
pawn one square, which will prevent the queen giving check at 
the sixth move. 
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Third Gamb. 



Queen's Knight given. 



He that gives the Knight plays the Gambit. 



BLACK. 

1. K. PawA 3 sq. 

2. K.B. PswnS sq. 

a. K.P8wn tnkes P. (^) 
4. K. Knight to B. 8d sq. 
6. Knight to adv. K. 4th sq. 
6. K; Bishop to K. Sd sq. 
7« Knight takes Kt. 

8. Castlei. 

9. KingtoR. sq. 
10* <^ Kt, Pawn 1 sq. 

11. Q3i8hoptoQ.Kt2dsq. 
It. Q« Bishop to its sq. 
18. Q. R. Pawn 2 sq. 
14U Q. B. Pawn 1 sq. 
15. Q. Kt Pawn 1 sq. 



WHITB. 

The same. 

Q. Pawn2sq.(*) 

Qneen takes P. 

K. Pawn 1 sq.* 

Q. Bishop to K. 8d sq. 

Q. Knight to B. 3d sq. 

Qneen takes Kt. 

Castles. 

K. B. Pawn2sq. 

K. Bishop to Q. B. 4th sq. 

Qneen to her 2d sq. ( ^ ) 

K. Knight to B. 3d sq. 

K. R. Pawn l sq. 

K. Kt. Pawn 2 sq. 

K. Bishop to Q. 3d sq. 



* Qneen'f biahop to adversary's kio^s knight's fourth square would 
have been better, as it forces the exchange of a piece. 
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BLACK. 

16. K. Kt. Pawn l sq. 

17. Pawn retakes. 

18. Q. Pawn 2 sq. 

19. Q. Bishop to K. 3d sq. 

20. K. Rook to I^t. sq. 

21. Queen to her 2d sq. 

22. K. Rook takes R. 

23. Q. Rook to K. Kt. sq. 

24. Q. Rook to K. B. sq. 

25. K. Bishop to Q. sq. 

26. Q. R. P. 1 sq. 

27. Q. Kt. Pawn 1 sq. 

28. Q. R. Pawn 1 sq. 

29. K. B. to Q. Kt. 3d sq. 

30. Queen to K. B; 2d sq. 

31. Bishop takes B. chg. 

32. Q. Rook to K. Kt. sq. 

33. King takes R. 

34. K. Bishop takes ad. B.P. 



WHITE. 

Pawn takes P. 
Q.Rook toK. Kt. 4q. 
Q. Rook to K. Kt. 3d sq. («) 
K. Rook to Kt. sq. 
K. Knight to Q. 4lhsq. 
Queen to K. Kt. 2d sq. 
Queen takes R. 
Queen to K. B.^d sq. 
K. Rook to Kt.2d sq. 
Queen to K. Kt. sq. 
Queen to her sq. 
Queen to adv. K. R. 4th sq. 
Q. Kt.Pawnl sq. (0 " 
Queen to adv. R. dd sq. 
Knight takes B. 
King toQ. Kt.iq. 
Rook takes R. checking. 
K. B. takes adv. K. B. P. 
B. takes R. P. chg. and 
will win. 



(^) You can, without danger, take the o^ered pawn; it is 
however safer, when contending with a superior player, not to 
take the pawn, but rather to push the queen's pawn two squares, 
which will save you from the difficulty of playing an unknown 
game, and will reduce the game to the common sort of situa- 
tions. 
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[The aliOTe observations are undoubtedly true, in fact ; but 
the Editor must observe, that it is much more interesting and 
eertainfy more improving to take the pawn and support it,~ 
Ed.] 

( ^) If, instead of playing queen's pawn two squares, he had 
taken the king's pawn, or played king's bishop's pawn one square, 
you should check with the queen at the rook's fourth square, 
and would win. 

( * ) By bringing your queen to this square, you at the same 
time defend your king's knight's pawn and attack his queen's 
pawn. 

(') He brought his bishop to the queen's knight's second 
square to push his queen's pawn two squares, with the view of 
establishing his pawns in the centre ; not having succeeded in 
thb attempt, he is forced to return the bishop to its own square 
to prevent losing a pawn. In giving odds, we frequently 
hazard moves with the hope that the adversary may not see the 
consequences. 

(*) You might play queen to knight's second square and 
force him to change queen for queen and rook for ro<»k, which 
wotdd gain you the game ; and we only play differently here, 
that you may be instructed how to form and follow up an 
attack. 

(') He pushes this pawn with a view of making an opening 
on your king; it would be bad play to take, as has been before 
otMerved in a similar situation. 
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Fourth Oamb. 



Queen's Knight given. 



He who receives the piece may begin by piayifg the 
Qaeen's Bishop's Pawn two squares. ( * ) 



BLACK. 

^ i; K. Pawn 2 sq. 

2. K. B. Pawn 2 sq. 

3. K. Knight to B. 3d sq. 

4. K. Pawn 1 8q.(*) 

5. K.B.toad.Q.Kt.4thsq.(^ 

6. K.B.toQ.R.4ihsq.O 

7. Q. B. Pawn 1 sq. 

8. K. Bishop to Q.B. 2d sq. 

9. Qaeen to K. 2d sq. 

10. Q. Pawn 1 sq. 

11. Bishop takes P. 

12. Q. Kt. Pawn l sq. 

13. Q. Bishop to Q. 2d sq. 

14. Castles with Q. Rook. 

15. Q. B. Pawn 1 sq. 

16. K. Bishop to Q.B. 2d sq. 

17. King to Q. Kt. sq. 

18. Q. Bishop to K.sq.(^) 



'wHrra. 

4^. B. Pawn 2 sq. 

Q. Knight to B. 3d sq. 

Q. Pawn 2 sq. 

Q.B.to ad.K.Kt.4thsq.(«) 

Qneen to Kt. 3d 8q« (*) * 

Q. B. Pawn 1 sq. 

K. Pawnl sq. 

K. Bishop to Q. B. 4th sq. 

K. Knight to K. 2d sq. 

Pawn takes P. 

Q. B. Pawn 2 sq. ' 

K. R. Pawnl sq. («) 

Castles with his Rook. 

Q. Pawnl sq. (*) 

Q. R. Pawn l sq. 

K.B.to ad.Q.R. ddsq. chg. 

K. Rook to Q. sq. (') 

Q. Kt. to adv. Kt. 4th sq. 



OAMB OF CHSS8. 



43 



BMypK WHITE. 

19. Kt Bishop to K. 4tli sq.* Q. Pawii 1 sq. 

20* Qiieen to 2d sq. ( ^ ) Q. R. Pawn takes Kt« P. 

21. Pawn takes P. Q. Knight to adv. Q. B. 

2d sq. and will win. 

(*) Thb method of opening a game has for its object the^ 
brogiog out the queen's knight without stopping the bishop's 
pawn. 

(*) When yon have two pawns in front, and one of them is 
altaeked by a pawn, which is pushed upon them, it is more 
esqiedient to pass than take the offered pawn, in order to main- 
taii the pawns united in the centre as long as possible. What 
are called centre pawns, are those of the king and queen, or 
of the king and his bishop, or of the queen and her bishop. 
Pairas thus united are of the greatest importance to confine 
yonr adversary's game and prevent the operation of his pieces 
agiUBst ypur king; and also to sustain those pieces you may 
pbnoe in his game: these two pawns united are equal to a 
pieoe when you can preserve them to the latter part of a game, 
and the adversary will be obliged to sacrifice a piece in order 
to binder them from going to queen, from which you may judge 
of their utility for the winning or defending a game. 

[Ob the above note, the Editor has to observe, that in by far 



* It would have been better to change the queen's bishop for the 
knight. 
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the greater Dumber of situations, two passed united pawns 
(such as those referred to above) are not equal to a piece'; 
neither is it true that the piece must be sacrificed for the pieiwns^ 
for if the player possessing the piece manage it properly, a 
knight most frequently, and a bishop almost always, can prevent 
the advance of the pawns to queen, without there being any 
necessity for the sacrifice alluded io,^ Ed'J] 

If you had not brought out this bishop before you posh- 
ed your king's pawn, it would have remained inactive, and 
would have also prevented you from bringing your other pieces 
, into play. 

( ' ) He does not play king's rook's pawn one square accord- 
ing to the foregoing instructions, because it is not his Interest 
to provoke you to exchange piece for piece. 

( * ) Although it is right to exchange piece for piece when 
one receives the advantage of a piece, you should, nevertheless, 
be cautious of doing so when your piece (as the bishop in the 
present instance) confines your adversary's game and prevents 
him for the time using his knight or queeu, which latter would 
come into play were you to take the knight ; it will be time 
enough to take when he pushes the rook's pawn on the bish<^« ■• 

Genera/ jRti/le.^Do not exchange pieces where you have a 
piece in your power, but rather employ your time in bringing 
out your pieces and following up your attack. The science of 
Chess is that of gaining time ; he who possesses the most has 
the advantage. 

[By gaining time, is apparently meant bringing pieces into 
^ action first, — Ed.] 
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(^) If, instead of bishop to rook's fourth square, he had 
played it to queen's third, square, you should play knight to 
adversary's queen's fourth square, having a fine game. 

( < ) If instead of playing king's rook's pawn one square you 
had castled, he could have taken your king's rook's pawn 
giving check; and, afterwards, (on your taking the bishop,) 
knight to your knight's fourth square, checking, gaining a pawn 
with the advantage of your king being exposed. 

( ^ ) This pawn is pushed to make an opening on the adver- 
sary's king ; if he should not take, it will he passed pawn, which 
will lose him the game. A pawn is called passed when there 
are no more pawns before it which can stop its advance. 

( ' ) You sustain the passed pawn, following the above in- 
structions. 

(^) He retires his bishop to bring his rook against your 
passed pawn. 

( ' ) You see the utility of a passed pawn ; if, instead of 
retiring his queen to her second square, he had taken your 
queen's pawn with his bishop, he would have lost at least a 
rook, if not his queen, by your queen's bishop playing to 
king^s bishop's fourth square. 
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Fifth- Game. 



He prefers giving yoa the King^s Kbight. 



BLACK. 

1. K. Pawn 2 sq. 

2. K.BishoptoQ.B.4th84. 

3. Castles. 

4. Q. B. Pawn 1 sq. 

5. Q. Pawn 2 sq. 

6. Pawn retakes. 

7. Q. Knight to B. 3d sq. 

8. Q.B.toadv.K.Kt.4th8q. 

9. Q. B. toK. Sdsq.Ci") 

10. Bishop to Q. Kt. 3d sq. 

11. Knight takes Pawn. 

12. Kt. to adv. K. Kt. 4th sq. 

13. Knight to R. 3d sq. 

14. Bishop takes Kt. 

15. Knight to K.B. 4th sq. 

16. Queen to adv. R. 4th sq. 

17. Qneen to her own sq. 

18. Queen to Kt. 3d sq. 

19. Queen takes P. chg. ( ^ ) 

20. Knight retakes. 

21. Knight takes K.B. 



WHITE* 

The same. 
The same. 

K. Knight to K. 2d 8q.(*) 

Castles. 

Pawn takes P. 

Bishop to Kt 8d sq. 

Q.B.Pawnlsq. 

King to R. sq. 

Q. Pawn 2 sq. 

Pawn takes P. 

K. B. Pawn 2 sq. 

Qneen to K. sq. ( ^ ) 

K. Knight to Q. 4th sq. 

Pawn retakes. 

Queen to adv. K. 4th sq. 

King to Kt. sq. ( * ) 

Q. Knight to B. 3d sq. 

Q. Knight takes P. 

Qneen takes Q. 

Q. Kt. to adv. Q. B. 2d sq^ 

Pawn takes Kt. 
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BLACK. 

22. Q. Rook to B. sq. 

23. Pawnretakei. 

24. Q. Boole to its B. 2d sq. 
26. Q. Rook to Q. 2d sq. 

26. K. Rook to Q.B. sq. 

27. K. Rook to Q. B. 2d sq. 

28. Q.RooktoadT.Q.2d8q. 

29. Q. R.t08clv.Q. sq. cbg. 
SO. K. Rook to Q. 2d sq. 
31. K. R. Fawn 1 sq. 

82. Q.R.teadT.Q.Ktsq. 
88. K.B. toadv.Q.sq. 
34. Q. Kt. Pa^wn 2 sq. 
86. K. R. to adv. K. B. sq. 
86. Q. Rook to adv. Q. sq. 
37. K.R.to adv.K.R.sq. cbg. 



WHITE. 

Knight takes B. 

Q. Rook takes R. P. 

Q. Bishop to K. 8d sq. 

DoabledP.onQ.Ktfiieisq. 

Q.B.toadv. Q. B.4fh8q. 

K. R. Pawn 1 sq. 

K. RooktoK.B. 2d sq. 

King to R. 2d sq. 

K. Kt. Pawn 2 sq.* 

K. R. Pawn l sq. 

K. R. Pawn l sq. 

K. Rook to Kt. 2d 8q.(0 

Q.R.toadv. Q. Kt. 2d sq. 

Q. Bishop to ad. Q. 3d sq.f 

Q.Bishoptoad.K.4th sq.j: 

King to Kt. 3d sq. 



* This pawn should not have been moved. 

t King should have gone .to knight's third square : the latter pnrt of 
this game is exceedingly hadly played. 

t This move would allow the Black to draw the game, were he, at 
the fortiedi move^ instead of playing the king's rook to adversary's 
kingfs bishop's square^ to move the same rook to adversary's king's 
rooVs third square, by doing which the adverse rook would be lost> 
bot the White, of course, would draw on account of his superiority 
in pawns. 
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BLACK. 

38. Q.R.toadv.Q ddsq.chg. 

39. Q.R.io ad v.Q.2d »q. cbg. 

40. K R.toadv.K.B.8q.cbg. 

41. Q. R. to Q. 3d sq . chg. 

42. K.R. to adv. K. Bj 3d sq. 

43. K.R.toadv.R.8dsq.chg. 

44. K. R. tpKt.3d8q.cbg. 
46. Q. Rook to adv. K. B. ^ 

3d sq. cbecking. j 

46. Q.R.toadv.K.3d8q. chg. 

47. Q.R.toadv.Q.3d8q.cbg. 

48. Rook takes R. checking. 



WHITE. 

King to B« 2d 8q« 
King to B. 3d sq. 
King to Kt. 3d sq. 
King to R. 2d sq. 
K. R. toQ. B.2d 8q.(^) 
King to Kt sq. 
King to B. sq. 

King to its 2d sq. 

King to Q. sq. 

K. Rook to Q. 2d sq.(^) 

King retakes^ and will win. 



( * ) When you have brought out your king's bishop it will 
be generally better to play the king's knight to this square, to 
allow you to push the king's bishop's pawn two squares. [I am, 
however, inclined to think that knight to bishop's third square 
is the better move. — Ed.] 

( ^ ) When one gives odds, time is frequently lost in tryiof 
moves which a weak player is not supposed to be capable of 
seeing : if you had not retired your kuig, to push your king's 
bishop's pawn on the adversary's queen's bishop, this bishop 
remaining in the direction of the queen would have confined 
your game. 

( * ) See note ( * ) on the First Game of this Section. 

( ^ ) You replace your king at this square to prevent the 
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check which yoa would receive from his knight, by which yoa 
would lose the game. 

(*) He is compelled to lose his queen's pawn, or to exchange 
qneen for queen, in order to take your queen's pawn : this is 
the forced result of those moves which he has played in ex- 
pectation of your mistakes ; as soon as you are strong enough 
to avoid them, he is no longer able to give you a piece. 

( ' ) You retire your rook to this square to defend your king^s 
Inshop's pawn, which in the end would be en prise, by the 
checks which yon are about to receive from his rooks. 

(S) This move is essential to put him under the mate, 
at the same time, preventing the perpetual check which you 
would have received from his rooks. 

( ^ ) This is the proper time to cover the check with your rook, 
as it forces him to^change rook for rook to prevent the mate. 



Same Game played dippeebntly. 



BLACK. 

1. K. Pawn 2 sq. 

2. K. B. to Q! B. 4th aq. 
Z. Q.B. Pawnlsq. 

4. Q. Pawnisq. (») 

5. Castles. 



WHITE. 

. The same. 
The same. 

K. Knight to B. 3d sq. 
Q. B. Pawn 1 sq. 
Q. Pawn 2 sq. 

B 
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6. Pawn takes P. 

BiAop to Q. Kt 8d sq. 
8. K.R. Palm i sq. 

KiiigtoR.iiq. C"") 
M« fiidiop to K. 8d sq. 
11. Q. Kyg(il«6Q.l2d ii<). 
l!^. Q.Kiiigliti6 K.B.adBq. 
i9. IC.B. toQ.B.isasii. 

14. Q.Bid1i'6ptoQ.ifd8q. 

15. It.lfCmglit to It. 2^ ^.(O 

16. 0* ^awn 1 sq. 



Pawn retak«0^. 
K. S. Pawn i «q. 
Castles. 

K. Bishop 16 Q.»liq.(<) 
The sani^. 

K.Kn%litti>R.fia44.(^) 

K. B. PftWh i 's^« 

K. B. Pawn l Is^. 

)K. ISlnight to itK 4i!li 

K. i^liwii 1 sq. 

K. B.P.I ^•and will win. 



i *) kie ^ares not play queen's pawn tw^ squares to estaUish 
his pawns in the ceiitre» for, taking his queen's pawn« and then 
giving check with your bishop, he would be obliged to ex- 
change piece for piece. 

[On this note it is necessary to observe, that the move cen- 
sured above (queen's pawn two squares) is undoubtedly the 
very best on the board, as the following examples will show, 
viz. — 



BLACK. 

4. Q. Pawn 2 sq. 

5. K. Pawn 1 sq. 

6. Q.B. Pawn lakes P. 

7. KingtoBwsq. 

8. Q. Bbhop to K. 3d sq. 



WHITE. 

K. Pawn takes P. or ( A ) 
Queen to K. 2d sq. 
B. to adv. Q. Kt 4tk sq. ch^^. 
Kt. toits sq. as the best move. 
Q. B. Pawn 1 sq. 
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SLACK. WHITS. 

9. Q. R. Pawn 1 jq. Bishop to Q. R. 4th sq. 

10. Q. Kt. Pawn 2 sq. Black having a fine game, considering 
that a piece is given. 
(A) ^ 

4. • • • • Q. Pawn 2 sq. 

5. Q. Pawn takes R. Pawn takes B. 

6. Queen takes Q. King takes Q. 

7. Q. B. to adv. K. Kt. 4th sq. King to its 2d sq. 

8. It. fi. Pawn 2 sq. Q. Knight to B. 3d sq. 

9. Q. Knight to R. 3d sq. having a better, arranged game than 
his adversary. — Ed»] 

ft is always prndentto reth'e your king to this sqnare 
thutfrtl may not be attacked, at the moment you least expect it, 
by ia-cbeck itom the adveftarf^s queen or bishop, when you 
lM¥e pudied, of wisbl^ pinh, ^e kiog^-s bishop's pawn two 

( ^ ) You play this to maintain your pawns in the cefitre. 

( * ) It is frequently proper to retire the knight when you have 
an opportunity of pfaiyt!^ the kin^s Hoop's pewn two squares^ 

(*) In receiving a piece, it is right, as often as possible, to 
reduce the adversary lo the necessity of changing piece for 
piece, which will, in tbe^nd, win you the game; or retiring, 
which will alldW you to -adimnce your igame, as in tbe present 
instaliee. 

[On this nole I must ^Merve that the above advice «equires 
conskleraUe cautiwi to be used in the application 4)f It. It not 
unftiiqumtly bapti^BB Jdiat m an»k>n8 dpeite jpf ^^ring the 

E 2 



52 TREATISE ON THE 

board, by exchanging pieces, will be taken advantage of bj a 
superior player, who will purposely frame situations, where, in 
case an exchange be forced, his adversary must lose the game. 
--Ed.] 



Annexed Games, which have been actually 

PLAYED. 

The reader will find, in some instances, that the per- 
son who receives the odds makes apparently usdess 
moves. This game will, however, be foand extremely 
improving, as it shows the absolute necessity, when 
receiving any advantage^ of quickly bringing the. pieces 
into play. 

White gives tbe Queen's Knight. 



WHITE, 

1. K. Pawn 2sq. 

2. K. Kt. to B. 3dsq. 
8. Q. B. Pawn i sq. 
4. Q. Pawn 2 sq. 

6. Q. B. Pawn retakes. 
6. K. Bishop to Q. 34 sq* 



BLACK. 

The same. 

Q. Pawn 1 sq. 

Q. Bishop to K. 3d sq^ 

Pawn takes P. 

Q. B. Pawn l sq. 

Q. Knight to Q. 2d |sq. 
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WHITE. 

7. Castles. 

B.iiK» Kt. to adv. B. 4th sq. 
0. K.B.Pawii2sq.(«) 

10. Pawn takes P. 

11. Rook takes B.(«) 
12« Q.toad.K.R.4thsq.chg. 
18. K. Knight to adv. K.B. 

4th sq. checking. 
14. K. Bishop to Q.B. 4th 

sq. checking. 
16. Pawn takes P. checking. 

16. Bishop takesP.checking. 

17. Qaeen to K. B. 3d sq. i 
checking. 1 

18. Q. Pawn 1 sq. 

19. Knight to adv. Q. 3d 
sq. discovering check. 

20. Q.toadv.K.B.2d sq. chg. 

21. Knight to adv. K. B. 4th 



BLACK. 

K. B. Pawn l sq. 
Bishop to K. B. 2d sq. 
K. Kt. Pawn2sq.(M 
Pawn takes P. 
King takes R.(^) 
King to his 2d sq. 

^ King to his 3d sq. 



.4thj 



} 



Q. Pawn 1 sq. 

Pawn takes P. (•) 
King takes' B. 
King to his 3d sq. to pre- 
vent the mate. 
King to B. 3d sq. 

King to his Kt. 2d sq. ( 

King to R. 3d sq. 
sq. giving checkmate. 



(^) Thb is an exceedingly well played move ; the attack of 
the White is well conducted throughout the game. 

(^) A bad move; this mistake on the part of the second 
player is well taken advantage of by the White. 

( • ) A very good move. 

) Had the pawn taken the knight. White, by playing his 
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queen to adversary's kilig^s rook's fourth square, wooM have 
had a fine game. 

(«) If tb€ king had taken the knight, White w^a\dh$f9t 
won the adversary'^ queen. 

(^) Black loses the game by this move : he thottki hflre 
played otherwJie^ and he might have drawn it. 



White gives the King's KBigit. 



WHITE. 

1. K. Pawn 2 sq. 

2. K. B.toQ. B.4th8q. 

3. Q. B. Pawn l sq. 

4. Q. Pawn 2 sq. 

5. K. Pawn 1 sq. 

6. Q.B. Pawn takes P. 

7. King to B. sq. 

8. K.B. to adv. Q.4thsq. 

9. K. B. Pawn 2 sq. 
10. K.B. to Q.B. 4th sq. 
U. K. B. Pawn 1 sq. 

12. Queen to K. Kt. 4th sq. 

13. Q.B.toadv.K.Kt.4thsq. 

14. K.B^PawuSsq. 



The same. 

The same. 

K. Knight to B. ad 8q[.(*) 

Pawn takes P. 

Knight to adv. K. 4th sq. 

B.toadv.Q.Kt. 4tl| sq.cbg. 

Castles. 

K. Knight to its 4th sq. 
Q. B. Pawn l sq. 
Knight to K. 3d st^. 
Knight to Q.B. 2dsq. 
Q. Pawn 2 sq. 
K. Bishop to K. 2d sq. 
Bidlop takes B. 
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WHITE. BLACK. 

15. Pawn takes B. Pawn taked K. B. 

16. Book takes adv. R. P. Rook to K. sq. 

17. to adv. K. R. 4th sq. King to B. sq. 

18. K. B. Pawn l sq. a)id WMta must win« 

(*) Queen to king^s second square would have been 
better. ^ 

This game is not well played; there are, however, 
a few moves which deserve attention, and on (hat ac- 
count I have inserted it in this Work. 
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CHAP, II. 

ON THE ADVANTAGE OF THE PAWN AND 
TWO MOVES, AND THE PAWN AND MOVE. 

This Chapter will be divided into two Sections : 
in the first will be treated of the advantage of 
the Pawn and two moves ; and in the second of 
the advantage of the Pawn and move. 

SECT. I. 
Black gives the Pawn and Two Moves. 

It is a mle that when a Pawn is given it is always the 
King's Bishop's Pawn. 

First Game. 



WHITE. BLACK. 

1. K. P. 2 sq. Q. p. 2 sq. (*) K. Pawn 1 sq. 
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WHITE. 

2. K. B. Pawn 2 sq.* 

3. Q. B.^ Pawn 1 sq. 

4. Q. B. Pawn retakes. 

5. K. R. Pawn 2 sq. 

6. K. R. Pawn l sq. 

7. R. Pawn 1 sq. 

8. E. Kt Pawn 2 sq. 
9* E. Pawn 1 sq. 

10. Q. R. Pawn 1 sq. 

11. K. Knight to B. 3d sq. 

12. Q. Knight to B. 3d sq. 

13. K.B.toadv.Q.Kt.4thsq. 

14. Qckeen to R. 4th sq. 

15. Qneen to B. 2d sq. 

16. K. Bishop to Q. 3d sq. 

17. Q. Bishop fo K. 3d sq. 

18. King toB. 2dsq. (') 

19. Q.Kt.toa4.Q.Kt.4thsq.(^ 

20. Q. Rook to K. Kt. sq. 

I 

21. K.B. Pawnlsq. 

22. Kt. Pawn retakes. 

23. B. Pawn takes Kt..P. 



BLACK. 

Q. B. Pawn 2 sq. 
Q. B. Pawn takes Pawn. 
K. Kt. Pawnl sq. 
K. Bishop to K. Kt. 2d sq. 
K. Knight to K. 2d sq. 
Bishop to its sq. 
Q. Pawn 2 sq. 
K. Kt. to Q. B. 3dsq. 
K. Bishop to K. 2d sq. 
Q. Kt.Pawn 1 sq. 
Q. Knight to R. 3d sq. 
Q. Bishop to Kt. 2d sq. 
Q. Knight to its sq. 
Q. R. Pawn l sq. 
Queen to her 2d sq. 
Q. R. Pawn 1 sq. 
Q. Bishop to Q. R. 3d sq. 
I Castles. 
King to R. sq. 
K. Pawn takes B. P. 
Q. Bishop takes Kt. 
Q. Bishop takes B. 



* Not so good as queen's bishop's pawn two squares, as the Black 
ma J play, without danger, the queen's pawn two squares. 
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WHITE. BLACK. 

24. P. oa JKl. $1« I f q. ch^. Kiag to K,i. 9q, 
2ft« Pawn lak^s 9. makipg ) 

aQ. ai^d o^eoking. 3 King takes Q. 

ae« Qaeeu tidf;f9 If* and will win. 

(*) HaviQg two moves, it is best to pjace tkt Ifing^ and 
queen's pawns in the centre, as they allow fr^ a^a tp the 

pieces; 

(^) He pushes this pawn to stop the progren of yoprs oo 
the side where he is weakest; but you intend to push yonr 
rook's pawn on his pawn, in order to profit, without losing 
time, by your advantage. 

(* } The king's knight's pawn, which you pushed two squares 
at the eighth move, prevents his knight fVom plachig Itself at 
king's bishop's fourth square, and by confining his gaoie wiH 
enable you to win. 

You can also push the kin^s bishop's pawn as yon do 
at the twenty-first move, but it is belter to bring cniI year 
pieces ; in following this method you make eertain 0# y«ur 
attack, in neglecting it, it may frequently bacome abortive. 

(«) Having pushed your khig's bishop's pawn two s^uarai, 
you can no longer expect to castle, and it is better to move yttr 
king to the bishop's second square, as he will b« protected \ff 
the pawns, and can support them as well as the pieces which 
you employ in the attack on that side, where your adversary 
is weak, on account of the want of the bishop's pawn which 
he gives you. 



I 
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( f ) Yoa should prestrve your king's bishop, which is your 
best piede. 



Second Gami^. 

Toa fhs the thM oi#ve Q|tteeit's Pawn to advemry's 
Qfttm^B fourth square instead of Qaeeu's Bishop's PavB 
one fqaare* 

WHin. BLACK. 

1. K. and Q Pawns 2 sq. K. Pawn 1 sq. 

2. K.B. Pawn 2 sq * Q. B. Pawn 2 sq. 



• Not a good move, as the Black may play queen's pawn two 
squares without danger, which would give the second player the same 
game as if he had been giving the pawn and move only, viz.— 
Black gives the pawn and move. 
WSm. BLACK. 
1. K. Pawn ft sq. K. Pawn 1 sq. 

€^ Pawn 9 sq. Q. B. Pawn 1 sq. 

9. K. B. Pawn 9 sq. Q. Pawn 2 sq. 

4. K. Pawn 1 sq. thtis reducing it to the same position : the similarity 
•f th^punes proceeds from the Black not being obliged to lose a move 
in plnyiiig his queen^s bishop's pawn one square, in order to support 
his queen's paw» when pushttf two squares^ which he is forced to do 
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WHITE. 

3. Q.Pawnlsq. 

4. Q. B. pawn 2 sq. 

5. K. Knight to B. 3d sq. 
6". K. Bishop to Q. 3d sq. 

7. Q. Knight to B. 3d sq. 

8. K. B. Pawn 1 sq. 

9. K. R. Pawn l sq. 

10. Q. Bishop to K. dd sq. 

11. Queen to K. 2d sq. 

12. K. Kt. Pawn 2 sq. 

13. King to B. 2d sq.* 

14. Q. Rook to K. Kt. sq. 



BLACK. 

Q. Pawn 1 sq. 

K. Pawn 1 sq. 

Q. to B. 2d sq. 

K. Knight to B. 3d sq. 

Q. R. Pawn 1 sq. 

Q. Kt. Pawn l sq. 

The same. 

Q. Knight to Q. sq. 
Q. Bishop to Q. Ki. td sq. 
K. Bishop to K. 2d «q. 
Castles with Q. Rack. 
Q. Rook to K. B. sq. 



yihen giving the pawn and move^ to preyent losing a pawn hy the check 
of the queen at rook's fourth square ; but as this is more immedtiteljr 
connected with the analysis of the pawn and move^ I shall defer any 
further observations until I come to that advantage. 

* You play your king to this square, as be will be sheltered by the 
pieces and pawns, which are before him; castling on either side 
would not be good. You will want your king*s rook*s pawn to make 
an opening on the adversary's king, in case of his castling with bif 
rook ; and, had you gone to your queen's side, the adversary, by posh- 
ing his queen's knight's pawn one square, would have succeeded is 
making an opening on your king. When receiving the advantage of the 
pawn and two moves it cannot be too much impressed upon the player^s 
mind, that it is the situation which this advantage gives that decides the 
game, and not the mere numerical strei||th of the pawns. 
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16. 
16. 
17. 
18. 

19. 
20. 
21. 
22. 
23. 
24. 
25. 

20. 

27. 

28. 

29. 

30. 

81. 

82. 



WHITB. 

K. R. Pawn 1 sq. 
K. Kt. Pawn 1 sq. 
Qaeen to her 2d sq. 
Q. Knight to K. 2d sq. 
Q. Kt. to K. Kt. 3d sq. 
K. Bishop to K. 2d sq. 
K. Knight to K. sq. 
K. B. Pawn 1 sq. 
Pawn takes Kt. 
King to Kt. 2d sq. 
Q. Rook to K. B. sq. 



BLACK. 

King to Q. Kt. sq. 
K. Knight to K. sq. 
K. R. Pawn l sq. 
K. Rook to Kt. sq. 
K. Rook to its sq. ( * ) 
King to Q. R. 2d sq. 
K. Kt. Pawn l sq. 
K. Knight takes P.* 
Knight takes P. 
Q. Bishop to its sq. 
Qaeen to her sq. 



Q.B.toad.K. Kt.4thsq. Q. Rook to K. B. 2d sq. 
Q. Bishop takes Kt. Bishop retakes. 
Ejsight to B. 3d sq. K. Rook to its 2d sq.f 
Knight to adv. Kt. 4th sq. Bishop takes Kt. 
Rook takes R. checking. Rook retakes. 
Queen takes B. Rook to K. B. 3d sq.{ 

Rook to B. sq. and will win. 



* The knight should not have been sacrificed; for although the 
White has a very fine game, yet it would require caution in advancing 
his pawn on the queen's side. 

f It would have been here better play to have moved this rook to 
bisbq>'8 square. 

X He might have played a better move, but the game could have 
only been prolonged a few moves. 
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(*) Whea the advantage of the pawn and two motes is 
gi?en to a pfajter who knows how to profit hy % we at« 
frequently dbliged to play nothing hut forced mores in ddimce, 
and sometimes moves which have no object whatever, and m 
the mean dme the adversary arranges Ins game and foims an 
atta<iky wfaich most evther -gain an ultimate advantage, w win 
the game. 



The Blacic, instead of pushing at ihe Tmsond move 
the Queen's Bishop's Pawn, plays the Queen's Tawn 
two squares. 



Third Gamb. 



1. K. and Q. Pawns 2 0%. 

2. K. B. Pawn 2 sq. 

3. K. Pawn 1 sq. 

4. Q. B. Pawn 1 sq. 



K. P«wll l «q. 
Q. Pawn 2 sq.* 
Q. B. Pawn 2 aq. 
Q. Knight to B. 3d sq. 



BLACK. 



* This reduces the game, as has been before stated, manhf^tlk^ 
ailnuittige -of «ha j^vm andmove;?^ ^M%ite diamgJ|Aqptd HI by 
moving king's bishop's pawn two squares. 
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WHITE. BLACK. 

5. K. Knight to B..dd«qw K. Knight to R. 3d sq. 

6. K. Bishop to Q. 3d sq. Queen to Kt. 3d sq. 

7. Q. A. Pawn 1 Q. Bish^ to Q/2d s^. 

8. K. B. to Q. B. 2d sq. (*) Q. B. Pawn l sq. 

9. Q. ELnight to Q. 2d sq. K. Bishop to K. 2d sq. 

10. Q. Rook to Kt. «qw King castles with Uff R. / 

11, Q. Kt. Pttwti 1 «fq. Pawn takes P. ( » ) 
13. Q. feiij^ takes P. Qnecto to B. 2d sq. 
13. -Qtiicen to her 3d sq. K. Kt. Pawn l sq. 
1:4. K. jRook 1 sq. Q. Rook to K. sq. 

16. K. Kt. Pawb it sq. Queen to her B. sq. 
«^ ]B. tPb'vm 1 ^. K. Knig^fat to B. ^ isq. 

17. B. Pawn takes Kt. P. a^d XVIiite wifl Win. 

(a) You retire yotfr ISsho^ to this square int>rder to'sttpport 
jour queen's pKkh. 

(^) If he take yourUng^s bishop's p«wti irifh his Yodk, by 
taking hist^tul^Mi-'s^iftbop-'s fmwn With jFOur %fli|ht, Wd attack^ 
ing his qfrten^om will gain Uie exchange. 



• Iff before coveriDg his king hj playing bishop to queen's second 
square, he had taken your queen's pawn, you should have taken his 
with your bishop's pawn and not with the knight first ; and, in case of 
his attempting to gain the pawn, you would either win his knight or 
queen. 
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< - Fourth Game. 
♦ 

^ . tjljfe Black at his second move plays his King's Bjiight 
to liis Rook's third square. 

WHITB. 

1. K. and Q. Pawns 2 sq. 

2. K. B. Pawn 2 sq.* 

3. Q. B. Pawn 2 sq. 

4. K. Bishop to Q. 3d sq.^ 

5. Q. Knight to B. 3d sq.f 

6. Q. B. Pawn takes Kt. O 

7. Q.toad.K.R.4thsq.(^) 

8. Queen to K. Kt, 4th sq. 

9. K. R. Pawn 2 sq. 
10. K. R. Pawn 1 sq. 

^ 11. Queen to K. Kt. 3d sq. 
12. K. B. Pawn 1 sq. 



* This move, as has been before observed^ is not the best; queen's 
bishop's pawn two squares, or king's bishop to queen's third square 
would have been better. 

f King to bishop's second square would have been better. 

X Queen's pawn two squares would have been better ; but the Black 
has a game which must be irretrievably lost after a few mpves. 



BLACK. 

K. Pawn 1 sq. 
K. Knight teR. 3d sq. 
K. Knight to B. 2daq. - 
K. Bishop to adv. Q. Kt 

4th sq. checking. . r 
Bishop takes Kt cheeking. 
Castles. 

K. Kt. Pawn 1 sq. 
King to R. sq. 
Q.Pawnisq.t 
K. Pawn 1 sq. - 
King to Kt. 2d sq. ' 
Queen to K. B. 9d,sq. 



I 
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WHITE. 



BLACK. 



13. K.KtiighttoB.ddsq. 



K. Rook to Kt. sq. 
Pawn t^es P. 



14. R. Pawn takes P. 
%5. Q. Pawn takes P. 



Q. Pawn retakes. 
Rook to its sq. 



16. K. Kt. to adv. Kt. 4th sq. 
17* Castles. 

18. Q. bishop takes Kt. 



Knight takes Kt. 
Qaeen to her 3d sq. 



10. Q. B. Pawn l sq. ( « ) Queen takes P. checking. 
20. Q' Bishop to K. 3d sq. Queen to her 3d sq. 



22. K. B. Pawn takes P. Queen takes P. 

23. Queen to adv. K. 4th checking and will win. 

(*) It is necessary to be remarked, that a. double pawn is 
not always a disadvantage. On th^ contrary, it is almost 
always beneficial to bring the pawn from the sides towards the 
centre. 

(^) You bring your queen to this square to force him to 
push his king's knighf s pawn one square, on which you will 
advance your king's rook's pawn. 

(«) You sacrifice this pawn to bring your king's bishop into 
play, which, added to your other pieces will enable you to 
win easily. 

jVMf.— -This is an extremely well played move. 



21. Q. Rook to Q. sq. 



Queen to K. B. 3d sq. 



p 
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Fii^TH Game. 

The player who receives the odds of the Pawn mi 
Two Moves, pushes, at the second move, his Queen's 
Bishop's Pawn two squares* instead of his Kinjofs fiishop's 
Pa¥m two squares. 



WHITE. 

1. E. and Q. Pawns 2 sq. 

2. Q. B. !^awn 2sq. 

3. Q-Pawnlsq. 

4. K. B. Pawn 2 sq. 

5. K. Knight to B. 3d sq. 
0. K. Bishop to Q. 3d sq. 

7. Q. Knight to B. 3d sq. 

8. K. B. Pawn l sq. 

9. tL. R. Pawn2sq.(c) 

10. K. Kt. Pawn 2 sq. 

11. King to his 2d sq. ( ^ ) 

13. Q. Bishop to K. 3d sq. 

12. Queen to her 2d sq. 

14. K. Kt. Pawn l sq. 



BLACK. 

K. Pawn 1 sq. 

Q. B. Pawn2 8q. (*) 

Q. Pawnlsq. . 

K. Knight to B. 3d sq. ( ) 

K. Knight to B. ai sq. 

K. Bishop to K. 2d sq. 

K. Pawn 1 sq. 

Castles. 

K. R. Pawn l sq. 
Q. Knight to R. 3d sq. 
Q. Knight to B. 2d sq. 
Q. Bishop to Q. 2d sq. 
Q. R. Pawn l sq. 
Pawn takes P. 



* This is a much better move than the king's bishop's pawn, for the 
reasans befora-mentioned. 



GAUE OF CH^S. ({7 

WHITE. BLACK. 

15. Q. Rook to K. Kt. sq. Q. Kt. Pawn 2 sq. 

16. Q. Knight to Q. sq. and althoagh the Black has to 

play he will lose easily. 

(*) He pushes this pawn to disunite yours, and to enable 
him to bring his pieces into play, 

(b) If, instead of king's knight to rook's third square, he 
had played kuig's pawn one square, the situation would have 
been similar to that in the Second Game in this Section. 

(c) By this move you prepare your attack upon the adver- 
sary's king, preventing, at the same time, that which he would 
form upon your's, and, also, guarding against the approach 
of his pieces by the pawn which ^ou have pushed two squares. 

( ^) You may, not having castled, as well bring your king 
to thu squajpe as to the bishop's second square^ and it is, 
pedupif better, as he will be out of the direction of the 
adversai^s rook. 
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Sixth Game. 



The Black plays, at his first move, the Qaeen'f Knight 
to Bishop's third square. 



WHITE. 

1« K. and Q. Pawns 2 sq. 

2. K. B. Pawn 9 sq. 

3. K. Pawn 1 sq. 

4. Q.B.Pawn l sq. 

6. K. Bishop to Q. 3d sq. 

6. K. Knight to B. 3d sq. 

7. Castles. 

8. K. R. Pawn l sq. 

9. Queen takes B. 

to. Q. Bishop to K. 3d sq. 

11. Q. Bishop to K.B. 2d sq. 

12. K. Kt. Pawn 2 sq. 

13. Q. Bishop to K. 3d sq. 



BLACK. 

Q. Knight to B. 3d sq. 

Q. Pawn 2 sq. ( , ) 

Q. B.toK. B.4thsq. 

K. Pawn 1 sq. 

K. Knight to B. 3d sq. 

K. Bishop to K. 2d sq^ 

Castles. 

Bishop takes B. 

Q.toher2dsq« 

K. Kt. to K. B. 4th fq. 

Q. Rook to K.sq.* 

K. Knight to R. 3d sq. 

Q.R. Pawnlsq.f 



* King's knight's pawn one square would haire been much better. 

f The moving this pawn seems to have been done with no object 
whatever ; indeed^ the game, on the part of the Black, is not well 
played ; a number of more than useless moves are ventured at the 
time when he should be bringing his pieces over to his king's side, and 
arranging them in order to sustain the attack which is forming against 
him. 
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WHITE. BLACK. 

14. Q. Knight to Q. 2d sq. Q. Knight to Q. sq. 

16. King to Kt. 2d sq. Q. B. Pawn l sq. 

16. King to Kt. 8d sq. Q. Kt. Pawn 2 sq. 

17. K. B. Pawn 1 sq. Q. Knight to K. B. 2d sq. 

18. K. Book to its sq. Q. B. Pawn 1 sq. 

19. K. Kt. to adv. Kt 4th sq. Bishop takes Kt. 

20. B. Pawn takes B. gaining a piece, or giving mate. 

(*) If the Black, at the second move, instead of playing 
queen's pawn two squaires, had played king's pawn two 
squares-— 

WHITE. BLACK. 

3. Q. Pawn takes P. Knight lakes P. 

4. K. B. Pawn takes Kt. Queen to adv. R. 4th sq. chg. 

5. Kmg to Q. 2d sq. Queen takes K. P. 

6. Queen to K. 2d sq. and will win. 
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Annbxbd Game on the Advantao^ of t^e 
Pawn a^d Two Moves. 

Black gives tbe iPawn and ^wo itoves. 



WHITB. 

1. K. and Q. Pawns 2 sq. 

2. K. B. Pawn 2 sq. 

3. K. Pawn 1 sq. 

4. Q. B. Pawnlsq. 
6. K. B. to Q. 3d sq. 

6. K. Kt. toK. 2dsq.(^) 

7. K. Kt. Pawn 1 sq. 

8. King to Q. sq. (^) 

9. King takes B. 

10. King to Q. 2d sq. 

11. King to B. sq.' 

12. Rook to Kt. sq. 

13. Q. Knight to Q.2d sq. 

14. King to B. 2d sq. ( * ) 

15. King to his sq. 

16. Q. Knight to K. B. sq. 
17' King to Q. 2d sq. 

18. King to Q.B. 2dsq. (0 

19. Qneen to K. 2d sq. 

20. King to Kt. 3d sq. 



Q. Knight to B. M sq. 
Q. Pawn 2 sq. 
Q. Bishop to K. B. 4di sq. 
K. Pawn 1 sq. 
K. Knight to R. Sdjq^'C) 
Q. to adv. R. 4th Sq. chg. 
Queen to adv. R. 3(1 sq. 
Bishop takes B. 
Q. to K. B. 4th sq. chg. 
K. Kt. to adv. Kt. 4th sq. 
Qaeen to adv. K. 4th sq. 
Knight takes R. P. 
Queen to adv. Q. 3d sq. 
K.Kt. to ad.Kt.4th sq. chg. 
Q. to adv. K. 3d sq. (•) 
Queen to ad. B. 2d sq. chg. 
Queen to ad. K. B. 3dsq. 
Knight to adv. K. B. 2d sq. 
Q. to adv. K. 4th sq. chg. 
Q. Kt.toR. 4th sq. chg. 
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BLACK. 

Q.Kttoadv. Q.B.4thsq. 
Q.tofl(d.Q.B.2d sq.giv.chk 
K. Kt toadv. Q. 3d sq.(>») 

Knight takes Kt. 

Kt.toady.Q.Kt.2d sq. cfag. 
Q» B. P. 1 sq. checking. 
Q. Knight to adv. Q.* B. 

4th sq. checking. 
Qaeen to adv. Q. R. 4th 
sq. giving mate. 

(*) The moves as far as this are the same as in the preceding 
game. 

(^) King's knight to bishop's third square would have been 
better. 

(^) The king plays to this square with a view of placing 
himself at the queen's bishop's second square, which is pre- 
vented by the play of the Black. 

(') The White, finding his game exceedingly confined, 
attempts to get his king to his knighf s second square. 

(-*) The knight might move to king's third and then to 
queen's bishop's second square, afterwfirds winning the rook ; 
but it is as well to follow up the s|ttaok.- 

;('^') A bad move ; as the Black fprces ihe game by ii series 
of beautifitt moves, on account of the White c^ideavouriiig to 
save his qq^« 



WHITE. 

21. King to Q. B. 4th sq. 

22. Queen to her sq. 

23. Q. Kt. Pawnl sq.(s) 
Knight to K. 3d sq. to ^ 

save the Q. 5 

25. Queen to her 2d sq. 

26. K.toadv. Q. Kt.4thsq. 

27. King to adv. Q.R. 4th ^ 

sq. 3 

28. Pawn is forced to take 

the Kt. 3 
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( f ) This if the bef t move, as the kinf; ranfiot move wtthoat 
being mated. 

(b) The Black might have woo in two movei» by playing hb 
queen's rook's pawn one square, the White not bt^iMg able to 
avert the threatened mate ; the latter part of this game^ is 
however, abstractedly considered, a very fine specimen of 
play. 



Same Odds. 



WHITE. 

1. K. and Q. Pawns 2 8q. 

2. K. B.Pawn2sq.(0 

3. K. Pawn 1 sq. 
4* Q. B. Pawn 1 sq. 

6. K. Kt. to B. 3d sq. 
6* Pawn takes P. 

7. Q. Knight to B. 3d sq. 

8. Q. R.Pawnl sq. (") 
9* K. R. Pawn l sq. 

10. Q. Knight to K. 2d sq. 
lU K. Kt. Pawn 2 sq. 

12. Knight takes B. 

13. King to B. 2d sq. 



BLACK. 

K. Pawn 1 sq. 
Q. Pawn 2 sq. 
Q. B. Pawn 2 sq. 
Q. Knight to B. 3d sq. 
Pawn takes P. 
Qaeen to Kt. 3d sq, 
Q. Bishop to Q. 2d sq. 
K. Knight to B. 3d sq. 
K. Knight to B. 4th sq. 
K. Bishop to K. 2d sq. 
B. to adv. B. 4th sq. chg. 
Knight takes Kt. 
Castles with his B. 
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WHim BLACK. 

14. Kiog to Kt. 3d sq. Knight to its 8d sq. 

16. Q. Kt. Pawn 2 sq. Q. B. Pawn 2 sq. 

16. Q. Bishop to Q. 2d sq. Pawn takes P. 

17. Bishop takes P. Knight takes B. 

18. Pawn takes Kt. Queen takes P. 

19. Q. Book to Kt. sq. Q.B. to adv. B. 3d sq. chg. 

20. king to B. 2d sq. Qneen to K. 2d sq. 

21. Q. Book takes Q. Kt. P. Q. to adv. K. B. 4th sq. ( « ) 

22. Q. Book takes B. ( ) Q. to ad v. K. B. 2d sq. chg. 

23. K. B. most interpose. Q. B. takes K. B. P. chg. 

24. King is compelled to| Qneen to adv. K. B. 4th sq. 
take the B. ) and checkmates. 

(*) Loses the advantage of the pawn and two moves, and 
reduces the game to the pawn and move, as I have before 
observed. 

(^) A weak move. 

( * ) This move is particularly well played. 
( ' ) White loses the game by this move. 
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SECT. 11. 
On the Advantage of the Pawn and Move. 

First Game. 

The player giving the Pawn and Move begins by posh- 
ing the King's Pawn one sqaare.* 

BLACK. 

K. Pawn 1 sq. 
The same, see(A) 
Q. B. Pawn 2 sq. 
Q. Knight to B. 3d sq. 

jQ. Bishop to Q. Sdsq.f 



WHITE. 

1. K. Pawn 2 sq. 
^. Q. Pawn 2 sq. 

3. King's Pawn 1 sq. 

4. Q. B. Pawn 1 sq. 

5. K.Bishoptoadv.Q.Kt. 
4th sq. (•) 



* If the person who gives the pawn and move should, when his 
adversary has moved king's pawn two squares, play the same, White 
would win the rook hy cheeking, with his queen, at adversary's king's 
rook's fourth square. 

f This move is bad, and appears to have been played under the 
expectation of the adverse party making a worse move ; for, if the 
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6. K. BiOiop takes &lC) 

7. Qaeen i^K. Kt. 4th sq. 

8. K. Knight to B.dd!sq.(<) 

10. Q. Ki. Pawn tsq. 
11« . i| .Bishiqp to adv^Kt. 1 
,4th4iq.(*) S 

12. Queen to ^K. B. gq. 

13. K. Kt. to A. 4th«q. ( « ) 

14. Q. JLnight to Q. 2disq. 

15. Q.,R. Pawn takes. P. 

16. Qneen to her Sd-fiq. 

17. K. Rook to Q. B. sq. 

18. Q. B.^wn l sq. 

19. K^-B. Pawn-2 sq. 



BLACK. 

Q. Bidi^p takes B.* 
Qaeen to her 2d sq. 
Castles. 

Q.B. Pawn 1 aq.t 
K. Knight to K. 2d sq. 

K. R. Pawn 2 sq.j: 

Q. Book toK. sq. 
Kingto Q«Kt.JKi. 
Pawn takes P. 
Q. R. Pawn 1 sq. 
Q. Rook toQ. sq. ( 
Q. Rook to Q. B. aq. 
K. Robk to.Kt.:8q. 
Queen to vK.isq. 



White IM Bdt:4»k«n«theqQeeii's koight, but had fdayedlutg'adns^p^s 
pawn Vmo tq^arei, ike Bkck, by taking* adversary's .king's pam with 
the queen-fr kaiglht/ would have got back histpawn. A move like this 
cannot be sufficiently reprobated ; it is unworthy of any player^ and 
can only be ventured against a very weak antagonist. 

* It would have been better to take with the pawn. 

f This move appears to secure your king ; it is,' however, -exceed- 
in^y bad, as the adversary is' enabled to bre^k the'pefWBs^'aod after- 
wafds form an: attaek on your'king ; it'WOtUd ^ve ^eni betteiv^y^ to 
tike tbe'^MMMi. 

X King's rook's pam> one sqtiire would havef been bettec play. 
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WHITE. 

20. Bisbop takes Kt. (^) 

21. K. Knight to B. dd sq. 

22. K. Kt. to adv. 4th sq. 

23. Q. Kt. to K. B. 3d sq. 

24. K. Rook toQ. sq.C) 

25. Knight takes B. 

26. Knight to K. B. 3d sq. 

27. K. R. Pawn28q. 

28. K. Kt. Pawnlsq. (^) 

29. Knight to K. sq. 

30. Knight to Q B. 2d sq. 

31. Knight to K. 3d sq. (") 

32. Pawn takes P. 

33. Knight takes B. 

34. K. Rook to Q. B. sq. 

35. Q. Rook to its 4th sq. 

36. Q. Rook to B. 4th sq. 

37. Q.R.toadv.Q.B.2dsq. 

38. K. Rook to Q. B. 4th sq. 

39. Qaeen to her B. 3d sq. 

40. K. R. to Q. Kt. 4th sq. 

41. Qaeen takes R. 

42. Qaeen to her B. 3d sq. 

43. Q. R. toady. K. 2d sq. 

44. R. takes adv.K. P. (•) 

45. Qaeen takes Q. 



BLACK. 

Bishop takes A. 

K. Kt Pawn l sq. 

Qaeen to her 2d sq. ( ^ ) * 

Q. Rook to Q. sq. 

K. Bishop takes Kt. 

K. Rook to Kt 2d sq. 

Q. Rook to K. Kt sq. 

Qaeen to K. 2d sq. 

Q. to adv. Q.Kt 4th sq. 

K.R.toQ.B.2diq.(<) 

Qaeen to K. 2d iq. 

K. Rook to Q. 2d sq. 

Bishop takes P. 

Rook takes Kt 

Qaeen to her 2d sq. 

KingtoQ.R. 2d8q. (") ^ 

K. R. to Q. Kt 4th sq. 

Qaeen to her 4th. sq. 

King to Q. Kt sq. 

King to Q. R. 2d sq. 

Rook takes R. 

Q. to adv. K. B. 3d sq. 

Queen to adv. K. 4th sq. 

Rook to Q. sq. 

Q. takes adv. Q. P. chg. 

Rook takes Q. 
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WHITE. BLACK. 

46. R. takes adv. K. Kt. P. R. to adv. Q. Kt. 4th sq. 

47. K. Pawn 1 sq. Rook takes adv. Q. Kt P. 

48. R. to ad. K.Kt. 4th sq.(P) Q. Kt. Pawn 2 sq. 

49. King to Kt. 2d sq. .(^) Q. R. Pawn 1 sq. 

60. K. Pawn 1 sq. Rook to adv. K 3d sq. 

51. Rook to adv. K. 4th sq. and will win. 

WHITB. BLACK. 

2. Q. Pawn2sq. 

3. Q. to adv. K. R. 4th sq. chg. K. Kt. Pawn interposes. 

4. Queen to adv. K. 4th sq. K. Knight to B. 3d sq. 

5. Q. B. to adv. K. Kt. 4th sq. K.B. to Kt. 2d sq. or (B) or (C) 

6. K. Pawn takes adv. Q. P. Castles, as his best move. 

7. Pawn takes adv. K. P. and White will be able to maintain 

the pawn he has* gained. 

(B) ' 
5. • ••••• K. Bishop to K. 2d sq. 

II. K. Pawn takes P. winning a pawn, with a much better 

fame. 

(C) 

5. • King to B. 2d sq. 

6. K. Pawn takes P. K. Pawn retakes. 

7. Bishop takes Kt. and White has a fine game. 

( * ) You have no better move in this situation than to play 
out jour bishop, and take off his knight before his queen has 
been brought to her knight's third square. 

[T6 this assertion the Editor can by no means assent : play- 
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iog out the king's bishop to adversary's queen's knigbf s fourth 
square, and afterwards t^ing the knight, being, in his opniioa# 
two of the worst moves the White can play, as the followiQg 
example will, he believes, make evident ; viz. — 

WHITB. BLACIC 

5. K. B to adv. Q. Kt. 4th sq. Queen to Kt. 3d sq. 

6. Bishop takes Kt. checking. Pawn takes Kt, 

7. K. B. Pawn 2 sq. Pawn takes P. 

8. Pawn retakes. Q. Bishop to R. 3d sq. 



and Black certainly has a much better game than ht wooU 
have had were his adversary, instead of placing his kiog^s bishop 
at adverbary's queen's knight's fourth square, to have iMOved 
king's bishop's pawn two squares, and defended the game the 
game the regular way. 

( ^ ) If ^u had not takeh the knight you would hivie lost a 
pawn : it is true that you are deprived of your king's bkbop, 
which is one of the best pieces, and is termed the attackfaig 
bishop ; but this bishop will become less useful as often as the 
adversary only pushes his king's pawn one square, because the 
bishop does not bear on the adversary's king's bishop's pawn. 

[With the above note I cannot agree: the king^s bkbop 
should be maintained as long as pobsible ; for, although it doei 
not attack the bishop's pawn, it forces the adversary; to 
cautious of castling on has king^s side, and leoablQi Ihe Qrst 



9. K. Knight to its 3d sq. as 



Q. B. Pawn 1 aq. 



the best move. 

10. Q. Knight to its 3d sq. 

11. Knight takes P. 



Paws takes P. 

K. Bishop to B. 4th sq. 
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pbjer 90 to mange hit game that, in case of the seeoad phj^r'f 
castliog on his queen's side, he may push, on the adverse king, 
the pawns on the queen's side.—Ed.] 

(*) It has been before hid down as a rule not to move the 
knight out before the bishop's pawns have been moved, but 
thb rule admits of exceptions, as id the present instance ; for 
if, instead of playing knight to bishop's third square, you had 
pushed king^s bishop's pawn two squares, you would have shut 
out your queen's bbhop, and he would have gained time to play 
hit king^s knight to rook's third square, and afterwards to king's 
fiNirth squfire. 

(') You bring a piece into play, and, at the same time, 
prevent his making use of the knight, which will not be freed 
natil he has moved his rook from the direction of your bishop ; 
theire wi& be» theilefore, a move lost for him and one gained 
by yoa. The science of this game consists in gainii^ time on 
y«Nnr'i|dvenary by obliging him to play forced moves* — We can 
nerer be too much acquainted with this truth, 

(* ) Ton bring your queen into play and prevent his knight 
from moving, which could not be safely moved to the bishqp's 
fourth aquare, 

(') He brings his rook again to this square, to place it in 
the direotioa of your queen's pawn, then afterwards playing 
biihq) to queen'^ knighf s fourth square, he would force you to 
play, queen's bishop's pawn one step ; you prevent this move by 
pl^fing your king^ rook to queen's bishop's square, which will 
force himio-retum with bb rook to queen's bbhop'sequare. 

( < ) Your knight and bishop have become useless to you in 
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their present situatioa, and you change piece for piece that 
you may not lose time in removing them. 

( ) He does not take your knight, though, by doing so, he. 
would force you to double a pawn; first, because the doubled 
pawn will defend your king better from the attack wluch be 
intends to form ; and, secondly, his bishop is useful in ftop- 
ping your pawns. 

(^) You bring your rook to this square to defend your 
queen's pawn. 

If you had not pushed this pawn, he would 4iave 
taken your queen's bishop's pawn and afterwards the kn^fct, 
which would have left the rook's pawn en prise. . 
) See note ) above. 
( ) This is the square at which you wished to place your 
knight when you played, at the twenty-ninth move, knight to 
king's square ; your knight situated at this square enables you 
o take his queen's pawn, which would not have been proper 
or you to do until you could take his bishop with your knight ; 
because, had you taken his pawn before your knight was at 
king's third square, his bishop would have stopped the ad- 
vance of the centre pawns, which are the strength of your 
game. 

(") One is sometimes forced, either when attacking or 
defending, to play moves which have no object whatsoever. 

( ^ } You take this pawn seeing no danger in losing your 
queen's pawn, which he cannot take except with his queeuj 
for if he were to take it with his rook, you would give check- 
mate. 
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This move is essential, io order to advance jonr king's 
pawn to queen. 

(9) If you had not advanced your king, he would have 
sttaeked your king's pawn with his rook ; and had you moved 
took to adversary's king's fourth square, defending it, he would 
have taken your knight's pawn giving check. It should be 
borne in mind, that at the end of a game the king is the most 
oseftil piece on the board. 



Variation of the preceding Game. 

The player giving the Pawn and Move plays, at his 
secmd move^ the Queen's Bishop's Pawn two squares. 



WHITE. 

1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 

3. Q. B. Pawn l sq. 

4. Pawn takes P. 

6. K. B. Pawn 2 sq. 

6. K. knight to B. 8d sq. 

7. Q. Knight to B. 3d sq. 

8. Q. Bishop to K. dd sq. 
9* Queen to her 2d sq. 



BLACK. 

K. Pawn 1 sq. 

Q. B. Pawn 2 sq. 

Pawn takes P. 

Q. Knight to B. 3d sq. 

K. Kt. Pawn l sq. 

K. Bishop to Kt 2d sq. 

K. Knight to K. 2d sq. 

Castles. 

Q. Pawn 1 sq. 
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WHITE. 

10. K. Bishop to Q. 3d sq. 
il« Castles with Q. R. ( * ) 

12. K. Kt Pawn 2 sq. 

13. King to Q. Kt. sq. 

14. K. R. Pawn 2 sq. 
16. K. R. Pawn 1 sq. 

16. R. Pawn takes P. 

17. Kt.toadv.K.Kt.4thsq 

18. Queen to K. R. 2d sq. 

19. Q.to ad. K. R. 2d sq.chg, 

20. Q. Knight to K. 2d sq. 

21. K. Pawn 1 sq. ( 

22. Bishop takes adv. Kt. P, 

23. Queen takes Kt. 

24. Rook to adv. R. 2d sq. 



BLACK. 

Q. R. Pawn lsq. 
Q. Kt Pawn 2 sq. 
Queen to her B. 2d «q. 
Q. Rook to Kt. Bq. 
Q. Knight to R. 2d. Bqw 
Q. Bishop to Q. 2d sq. 
Pawn takes P. 
Q. Kt. Pawn l sq. 
K. Rook to Q. sq. 
King to B. sq. 
Q. R. Pawn 1 sq. 
Q. Pawn 1 aq. 
Knight takes B. 
Q. Bishop to its sq. 
and Whitei will win. 



( ^ } It has been already remarked, that it is often, proper to 
castle on the queen^s side, especially when the adversaiy hu 
castled on his king's side ; in the present case, the pawn that 
is wanting pn his king's side, allows you the better to form 
your attack on him. 

( ^ ) Tou push this pawn in order to mask his bishop^ at- 
tackingy iat the same time, hfs king's knight's pawn» winch lie 
canliot defend. 



GAME OF CHESS. 
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Second Game. 

The player giving the Pawn and Move begins by posh- 
ing his Queen's Pawn one square. 



WBRB. 

1. K. Pawn 9 sq. 

2. Q. Pawii S sq. 

3. i^. Bishop to Q. 8d sq. 

4. Q. Pawn takes P. ( * ) 

5. Q.B.toad.K.Kt.4thsq. 

6. K. R. Pawn l sq. 

7. K. Knight to K. 2d sq. 

8. Castles. 

9. Q. B. Pawn 2 sq. 

10. Q. Kt Pawn 1 sq. 

11. Q. Bishop takes Kt. (^) 
IS. ,Q. Knight to B. 8d sq. 

13. King to R. sq. 

14. Q. B. Pawnl sq.(«) 

15. K. B. Pawn l sq. 

16. Queen to her B. sq. ) 

17. Queen to K. sq. 

18. King to B. 2d sq. 



BLACK. 

Q. Pawn 1 sq. 

K. Knight to B; 3d sq. 

K. Pawn2sq. . 

Pawn takes P. 

K. Bishop to Q. 8d sq. 

Q. Bishop to K. 3d sq. 

Castles. 

Q. Knight to Q. 2d sq. 
Q. Knight to iU 3d sq. 
Queen to K. sq. 
Book takes B. 
Queen to K. Kt. 8d sq. 
Q. B. Pawn 1 sq. 
Q. Book to K. B. sq. 
Queen to K. Kt. 4th sq. 
Q. to adv. K. B. 4th sq. 
Queen to K. R. 3d sq. 
K. Rook to Kt. 3d sq.* 



* The Book mig^t have taken the adversary's king's bishop's pawn ; 

6 2 
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WHITE. 

19. K. Kt. Pawn 2 sq. 

20. K. Knight to its 3d sq. 

21. King to Kt. 2d sq. 

22. RooktoiUsq. («) 

23. K. Knight to K. 2d sq. 

24. Qaeen to K. Kt. 3d sq. 
26. K. R. Pawn l sq. 

26. Q. Kt. Pawn l sq. 

27. K. Kt. Pawn 1 sq. 

28. Q. B. Pawn 1 sq. 

29. Q. Knight to Q.sq.(0 

30. Q. Knight to K. 3d sq. 

31. Q. Kt. to K. Kt.4thsq. 

32. Pawn talces P. 

33. Rook takes R. 

34. Q. Kt..to K. R. 2d sq. 
36. Q. Rook to K. Kt. sq. 

36. King to R. sq. 

37. Qaeen to K. R. 4th sq. 

38. K. Knight to iU 3d sq. 

39. K.Kttoad.K.B.4thsq. 

40. K. B. Pawn i sq. 

41. Qneen takes P. t 



ON THE 

BLACK. 

Qaeen to K. Kt. 4th sq. 
K. Rook to its 3d sq. 
Q. to adv. K. R. 4th sq. 
K. Kt. Pawn l sq. * 
Qaeen to K. B. 8d sq. 
Qaeen to K. 2d sq. 
Q. Knight to Q. 2d sq. 
King to R. sq. ^ 
Rook to K. R. 4th sq. 
K. Bishop to Q. B. id sq. 
Queen to K. B. 2d sq. . 
K. R. Pawnlsq. 
Pawn takes P. 
King to Kt. 2d sq. 
Pawn takes R. 
Bishop to Q. sq. 
King to Kt. 3d sq. 
K. B. toQ. B.2dsq.<*) 
K. Rook tQ its sq. 
Bishop to Q. sq. 
Knight to K. B. sq. 
Pawn takes P. 
Bishop to Q. B. 2d sq. 



the begUmiog of this game is not well condacted on the part of the 
first player. 



GAME OF CHESS. 

I 

WHITE. BLACK. 

42. Qaeen to B. 2d sq. K. Bishop takes Kt. 

43. King takes B. K. Book to its 2d sq. 

44. Qaeen' to her 4th sq.* K. R. Pawn 1 sq. 
46. Queen to adv. Q. sd sq. K. Rook to its sq. ( < ) 

46. Kt. to ady. K. 2d sq. cbg. King to Kt. 2d sq. 

47. Q.to ady. K. 4th sq. chg. King to R. 2d sq. 

48. K. Kt Pawn 1 sq. chg. Knight takes P. 

49. Knight takes Kt. and White mnst win. 

( In this opening, if you had pushed the pawn instead of 
taking, your king's pawn stopped by his would have been use- 
less in your attack ; you prefer, therefore, to take his pawn, 
and leave him an isolated pawn in the centre ; (an isolated 
pawn b one that is not supported by any other pawn ;) such a 
pawn may be most commonly considered as lost. 

( ^ ) If you had not taken his knight, he would have played 
his queen to king's knight's third square, gaining either your 
bishop or king's rook's pawn. Never let a piece be advanced 
without being supported, for you frequently may lose it either 
by a check by discovery, or by a double check. 

( * ) Tou push this pawn with a view of afterwards moving 
that of the knight. (See the twenty-sixth move.) 

(*) Whenever you see your adversary's queen, together - 



* Or kn%ht to king's, rook's fourth square giving check. White has 
the gpune so completely in his hands, that it is needless to make any 
comments. 
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with his pieces, in Ae direction of your king, pM>pMe queen 
for queen if you cannot otherwise dislodge her. 
) Yon are forced to play all these moTes. 
( ^ ) Mole (S) to the First Gimc €lwp^ h 

) He wishes to make iise of his rook. 
( He returns his bishop to this sqitoe to sotUimhil kiig^s 
pawn, *on which he sees that you intend to push yotur knifs 
bishop's pawn , 
( ' ) The Black must lose let him play what he wilL 



The player giying the Pawn and Move begins by push- 
ing his King's Knight's Pawn one square. 



Third Game. 



s 



'white. 



. BLACK. 



1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 

3. K. R. Pawn 2 sq. 

4. Q. B. Pawn 1 sq. 



K. Kt. Pawnl sq* 
K. B. to K. Kt. 2d sq.* 
K. Pawn 2 sq. 
K. Knight to K. 2d sq. 



* This is not a good move, as the game must necessarily be TCiy 
much crowded^ if the person who receives the Pawn and Move play 
properly. 
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Wnm. BLACK. 

6. PawB takes P. ( * ) Bishop takes P. 

9. K. B. Pawn 2 sq. Bishop to Kt. 2d sq. 

7* K. B. to Q. B. 4th sq. Q. Knight to B. 3d sq. 

6. K. Pawn 1 sq. Q. Pawn 1 sq. 

9. K.Kmg^tto R.8dsq.O Bishop takes Kt. 

10. "BLook takes B. Qaeen to her 2d sq« 

11. Queen to Kt. 3d sq.* Q. Knight to R. 4th sq. 

15. B. to adT. B. 2d sq. ohg. King to B. sq. 

13. Qneen to adv. K. 8d sq. Qneen takes Q. 

14. Bishop takes Q. Q. Knight to B. dd sq. 

16. K. Kt. Pawn 2 sq. Q. Knight to Q. sq. 

19. Bishop to Q. Kt. dd sq. K. Knight to Q. B. dd sq. 

17. Q. Knight to R. dd sq. Q. R. Pawn l sq. 

18. Q. Bishop to K. 3d sq. Q. Knight to K. B. 2dsq. 
19* Castles. King to his 2d sq. 

20. K. Kt. Pawn 1 sq. K. Rook to B. sq. 

21. B. Pawn 1 sq. Pawn takes B. P. 

22. Pawn takes P. King to Q. 2d sq. 

23. B. to adv. K. dd sq. chg. King to Q. sq. 

24. K. R. Pawn 1 sq. Bishop to K. 4th sq. 

25. K. Kt. Pawn 1 sq. Pawn takes P. 

20. Pawn takes P. Knight io K. R. sq. and 

Black most lose. 



* This it an ascommonly well [dayed move. 



S8 TREATISE ON THE 



) Yott take this pawn, because the Black being obliged to 
retake with his bi&hop^ enables you to gain a more, by paslnng 
your king's bishop's pawn i¥to squares. 

[The Editor, however, conceives that it wonld have beevletler 
play to maintain the pawn in the centre, by doing whicb, the 
king's bishop would be kept out of play duriog the whole 
game. — Ed.] 

( ) Having pushed your rook's pawn two squares, you play 
knight to king's rook's third square instead of .the biaiu^'s 
third square, that you may not obstruct the action of your 
queen. . < 



Variation op the preceding Game. 

You play at the third move King's Bishop's Pawn two 
squares, instead of the Rook's. 



WHITE. 

1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 

3. K. B. Pawn 2 sq. 

4. K. Knight to B. 3d sq. 

5. Q. B. Pawn 2 sq. 

6. K. Pawni sq, (*) 



BLACK. 

K. Kt. Pawnlsq. 

K. Bishop to K.Kt. 2d sq. 

K. Pawn 1 sq. 

Q. Pawn 1 sq. 

Q. Knight to Q. 2d sq. 

Q. Knight to its 3d sq. 



GAME OF CHESS. 



WRITE. 

1. K. Biriiop to Q. 3d sq. 

8. Q. Knight to B. 8d sq. 

9. Qr Bishop to K. 3d sq. 

10. K. R. Pawn 1 sq. 

11. Pawn takes P. 

12. Q. Kt. Pawn 2 sq. 

13. Q. R. Pawn 2 sq. 

14. Q. B. Pawn l sq. 

15. Q. Et. Pawn l sq. 

16. King castles. 

17. Queen to Kt. 3d sq. 

18. Q. R. Pawn l sq. 

19. Q. Kt. Pawn 1 sq. 

20. Q. R. Pawn 1 sq. ( ) 

21. Q. Kt. Pawn takes P. 

22. K. Rook to Q. Kt. sq. 

23. Q. Knight to R. 4th sq. 

24. Queen takes B. 

25. K.Kt.toady. K. 4thsq. 

26. Pawn takes P. chg. 

27. Rodk takes R. 
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BLACK. 

Q. Bishop to Q. 2dsq. 
Qaeen to K. 2d ^q. 
K. Knight to R. 3d sq. 
Castles with Q. Rook. 
Pawn takes P. 
King to Q. Kt. sq. 
Q. Knight to Q. B. sq. 
Q. Pawn 1 sq. 
K. Knight to B. 2d sq. 
KingtoQ. R. sq. 
Q. Bishop to K. sq. 
Queen to B. 2d sq."*^ 
Queen to K. 2d sq-. 
Q. Bishop to its 3d sq. 
Knight takes P.f 
Q. Rook to Kt. sq. 
Bisijibp tak^s Kt. 
Queen to B. 2d sq. 
K. Rook to B. sq. ( M 
Rook takes P. * 
Queen takes R. 



* A very bad move on the part of the Black ; the play of the White 
18^ howeyer^ well worthy of attention. 

f Black should not have taken this pawn ; he should have suffered 
it to remain, as it in some degree covered his king. 
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WHITB. 



BLACK. 



28. Q. B. Pawn 1 «q.* 

29. K. Kt to adv. Q. 2d sq. 



Qoeen to B. 2d sq. 
K* Rook to K. sq. 



30. K.B.to adv. Q. R. 3d sq. Qaeen takes adv. Q. B. P. 

31. K. B. to ad. Q. Kt.4th sq. Qaeen to B, 2d sq. 

32. B. to ad v.Q.B.3dsq. ohg. Qaeen takes B. 

33. Qaeen cheekmates. 

( * ) You posh this pawn to confine his king's bishop. 

( ^ ) He plays this move having nothing else to play in the 
actual arrangement of the game, which has become decidedly 
lost for him, and which is only continued for you to learn how 
to follow-up an attack with the greatest regularity. 

(*^) You push your rook's pawn one square, having it always 
in your power to take his pawn ; he cannot take the pawn you 
have just pushed, on account of your rook bearing on his 
king. 

) He dare not take your knight, as by doing so he would 
bring your queen's bishop to bear on his king. 



• This ir a very bad move : White should have played bu^t to 
adversary's queen's bishop's third square, and the Black could not have 
averted the mate above a move or so. 



GAME OF CHB8S. 9} 

Poi/RTH Game. 

The player giving the Pawn and More begins by 
moving his King's Knight to Rook's third sqaare. 

WRTIII. BLACK. 

1. K. Pawn 2 sq. K. Knight to R. 3d sq. 

2. Q. Pawn 2 sq. K. Knight to B. 2d sq. 

3. K. p. Pawn 2 sq. K. Pawn 1 sq. 
* 4. Q. B. Pawn 2 sq. The same. 

5. Q. Pawn 1 sq. Q. Pawn 1 sq. ( * ) 

6. K. Knight to B. dd sq. K. Bishop to K. 2d sq. 

K. Bishop to adv. K. R. 

4th sq. checking.* 
8. Q.JBishop to K.B.2dsq. Bishop takes B. checking. 

QaeentoK.B. 3dsq. (See 
Variation.) 

10. Queen to her 2d sq. Castles. 

11. K. Bishop to Q. 3d sq. K. Knight to R. 8d sq. 

12. K. Kt. Pawn 1 sq. K. Pawn takes P. 



7. Q. Bishop to K. 3d sq. ^ 



9. King takes B.(^) 



* This is an exceedingly badly played move, and is only not more 
pernicious on account of the next move of the White, who, instead 
of moving bis king's knight's pawn ohe square, interposes his queen's 
bishop, enabling the second player, in some degree, to free liis game 
by exduogmg piece for piece. 
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WHITB. 

13. Q. B. Pawn takes P. 

14. Q.R.Pawnlsq.(M 
16. Q. Knight to B. 3d sq. 
16. King to Kt. 2d sq. 
n. K. R. Pawn l sq. 

18. K. B. Pawn 1 sq, 

19. K. Kt. Pawn 1 sq. 

20. Knight takes Kt. 

21. K. Kt. Pawn 1 sq. 

22. Q. Rook to K. B. sq. 

23. Q. Knight to Q. sq. 

24. Q. Knight to K. 3d sq. 

25. Queen to K. 2d sq. ^ 

26. Bishop to Q. Kt. sq. 

27. Q. Kt. to K. Kt. 4th sq. 

28. K. R. Pawn 1 sq. 

29. Q. Rook to Q. sq. 

30. Q. R. Pawn takes P. 

31. Queen to K. sq. 

32. K. R. Pawn 1 sq. 

33. K. R. Pawn l sq. 

34. K. Rook to K. B. sq. 

35. Q. Rook to B. sq. 

36. K. Knight to K. 3d sq. 

37. Queen to K. Kt. 3d sq. 

38. Q. Kt. Pawn takes P. 



BLACK. 

Q. Knight to R. 3d sq. 

Q. Knight to B. 2d sq. 

Q. Bishop to Q. 2djiq. 

Q. R. Pawnlsq. 

Q. Kt. Pawn2sq. 

K. Knight to B^ 2d sq. 

K. Knight to K.,4th sq. 

Queen takes Kt. 

Q. Rook to K. sq. 

Q. Rook to K. 2d sq. 

Q. ]Elook to K. B. 2d sq. 

Queen to adv. Q. 4th sq. 

Q. B. Pawn 1 sq. 

Q. R. Pawn 1 sq. 

Q. Kt. Pawn 1 sq. 

Q. Bishop to Q. Kt.4thsq. 

Queen to her 1^. 4th sq. 

Pawn takes P. 

Q. Bishop to Q. 2d sq. 

Q. Knight to its 4th sq. 

K. Kt, Pawn 1 sq. 

Q. B. Pawn l sq. 

Q. to adv. Q. B. 4th sq. 

Queen to her B. sq. 

Queen to her sq. 

Q. Kt. Pawn retakes. 



GAME OF CHESS. 
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WHITE. 

39. Knight to Q. B. 4th sq. 

40. K. Bishop to Q. 3d sq. 

41. K. B. Pawn takes P. 

42. Rook takes R. 
43* K. Pawn 1 sq. 

44. Pawn takes adv. Q. P. 

45. Kt. to adv. K. 4th sq. 

46. Kt. to adv. Q. B. 3d sq. 
47: Qneen takes B. 

48. Knight to adv. Q. sq. 

48. Knight takes R. 

50. Queen to K. Kt. 3d sq. 

61. King to Kt. sq. 

52. Pawn to adv. Q. 2d sq. 

63. King to R. sq. 

54. Knight to adv. Q. 3d sq. 

55. Pawn goes to Q. 
56. 



BLACK. 

Queen to her B. 2d sq. 
Q. Bishop to its sq. 
R. Pawn takes P. 
Rook retakes. 
Q. Bishop to K. B. 4th sq. 
Queen to her 2d sq. 
Queen to Kt. 2d sq. 
Bishop takes B. 
King to R. 2d sq. 
Queen to her 2d sq. 
Q.toadv.K.Kt.4thsq. chg. 
Q. to adv. K. 2d sq. chg. 
Knight to adv. Q. 4th sq. 
Kt. toadv. K.B. 3d sq. chg. 
Queen to adv. K. 4th sq. 
Queen to adv. K. 3d sq. 
Queen takes R. checking. 



King to Kt. 2d sq. and White will win. 



This game deserves attention, as it is, for the most 
part, well conducted by the first player. 



( * ) Black might also play his king's pawn one square, with 
•a TOW of inducing you either to take or push your pawn on, 
in either of which cases, by checking with his queen at your 
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rook's fourth square, he would disarrange your game ; sfaonld 
the king^s pawn be nioTed on, you must play queen's knight to 
bishop's third square ; and, in case of his not taking your pawB^ 
you must then move your king's bishop's pawn to adveiMur/s 
bishop's fourth square. 

( ^ ) It has been already remarked that it is not abrayt dis- 
advantageous to omit castling when, by playing king to bishop's 
secobd square, you keep up the communication between your 
rooks. 

( ^ ) Yo^ can make him double a pawn by taking his knighif 
but you prefer retaining the bishop in order to follow np your 
attack. 

Variation of the prbcbdino Gamb^ 
Commencing at the ninth move, where the Blacky instead of 
playing queen to king's bishop's third square, plays— 

WHITE. BLACK. 

• K. Pawn takes P. 



10. Q.B. Pawn takes P. 

11. K. Bishop to K. 2d sq. 

12. Bishop takes B. 



Q. B. to adv. K. Kt. 4tb sq. 

Bishop takes Kt. 

Q. to adv. K.R. 4th sq. cbg.* 

Queen to K. B. 8d sq. 

Castles. 

Q. Knight to Q. 2d sq. 
Q. R. Pawn 1 sq. 



18. K. Kt.Pawnlsq. 

14. Queen to K. 2d sq. 

15. Q. Kt. to B. 3d sq. 

16. King to Kt. 2d sq. 



• This move is very bad ; Black should have castled. 
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17. Q,ll. Pawn 2 sq. ( ) K.Kt-P*2sq.(8ee Back Game.) 

18. K. B. to K. Kt. 4th sq. Q. Rook to Q. sq. 

19. Bishop takes Kt..( « ) Rook takes B. 

20. Qiu)ai:to K. Kt. 4th sq. Rook to K. 2d sq. 

21. K. R. Pawn 2 sq. ( ^) K. R. Pawn 1 sq. 

22. K. B. twn takes P. R. Pawn takes P. 

23. Qntan to art?. K. R. 41th sq. Queen to K. Kt. 2d sq. 

24. Q. Rook to K. B. sq. K. Rook to K. sq.* 

25. K. B.Pawa 1 sq. Queen to K. B. dd sq.f 
2e.^t»ad¥« K.R. 2d sq. chg. King to B. sq. 

27. Queen to ady. K. Kt. 3d sq. Queen to her 4th sq. 

28. K. B. Pawn 1 sq. and White will win. 



Perceiving that he intends to push his queen's knight's 
pawn two squares, with a view of making a diversion on that 
side, yovL phy the rook's pawn two squares to prevent him 
from doHig so. 

(*) is right to take off one of his knights, as that which 
remains will thereby become less dangerous. 

There is no time to lose in making an op^iing on his 

king. 



• Kni^t to kiag's rook's Square would have been a better move, 
f Black might have played better; it would have only protracted 
the loss of the game, which has become inevitable. 



gQ TREATISK ON THE 

Back 6amb to thb prbcbding Variatiok, 
Beginning at the seventeenth move, where the Blacky 'insleid 
of moving king's knight's pawn two sqaares, pbys— 

WHITE. BLACK. 

17. K. Knight to R.8di4w 

18. Q. Rook to K. sq. ^The same. > 

19. Queen to her 8d sq. (« ) Q. Rook to K. 3d sq. ^ 

20. K. Rook to B. sq. K. Knight to B. 2d sq. 

21. Bishop to K. Kt. 4th sq. K. R. Pawn 1 sq. 

22. Bishop takes Kt. Rook takes B. 

23. Q. Knight to Q. sq. Q. Rook to K. 2d sifr i^.-* 

24. K. Rook to B. 2d sq. K. Rook to K. sq. 

25. K. Rook to K. 2d sq. Queen to K. Kt. 3d sq. 

26. Knight to K. B. 2d sq. King to R. sq. ' 

27. K. R. Pawn 1 sq.* K. R. Pawn 1 sq. 

28. K. Kt. Pawn 1 sq. Knight to K. R. 3d sq. 

29. K. Pawn 1 sq.» ( ^ ) Queen to K. B. 2d sq. 



* This move is well played; should the Black attempt to gain a 
pawn he would equally lose the game ; viz. 

WHITE. BLACK. 

29 Queen takes Q. 

30. Knight takes Q. R. Pawn takes Pawn. 

31. R. Pawn takes P. Knight takes P. 

32. King to B. dd sq. Knight to R. Sd sq. 
3^. Pawn takes P. Rook takes R. 

34. Rook retakes R. Rook takes R. 

35. Pawn on Q. file 1 sq. Knight to B. 2d sq. 
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WHIIB. BLACK. 

90. Queen to K. B. 3d sq. K. R. Pawn 1 sq. 

ai. K. Pawn 1 tq. Queen to K. Kt. 3d sq. 

S2. King to R. 2d tq. ( ' ) (j. Kt. Pawn 2 sq. 

88. Pawn takes P. Pawn retakes. 

34» Q. Knight to K. 4th sq. Rook to Q. sq. 

Vt. Queen to K. B. 2d sq. Q. Kt. Pawn 1 sq. 

M. Queen takes R. P. and White mast win. 

( ') As the Black intends to play his knight to bishop's fonrtli, 
imi aiterwarda to your qneen's fourth square, thus getting 
hit knights into yonr game, you retire the queen out of the 
direction of his rook, which prevents him from placing his 
knight at the bishop'i fourth square. 

At last, the moment has arrived for pushing the pawn, 
Wbkb decides the game in your favour. 

( ^ ) You retire your king from the direction of his queen, 
wliich prevents his knight from getting into your game. 



WariB. BLACK. 

96. King takes R. Q. Kt. Pawn 1 sq. or ( A ) 

37. Knif^t to adv. K. 4th sq. Knight to K. sq. 

38. Knight to adv. Q. B. Sd sq. and will win. 

(A) 

36. ••••••••• Q.B. Pawnlsq. 

37. Kmgbt to adv. Q. B. 4th sq. Knight to Q. sq. 
58. Kni|^t to adv. K. 3d sq. and will win. 



H 
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Fifth Gamb. 

Hie player giTing the Pawn and Move begina by moyiiig 
his Qaeen's Knight to Bishop's third square. 

The person who brings oat his Queen's Kaiglil:.*nMigr, 
at his second move, push either his King's off Queai^ 
Pawn two squares, which will be the sulject of two 
different games* 

The player who gives the Pawn and More piiiiiiiiii 
Queen's Pawn two squares after the Queeti^s KniglM; 



BLACK. 

1. K. Pawn 2sq. (») 

2. Q. Pawn 2 sq. 

3. K. Pawn 1 sq. 

4. Q. Bishop to K. 3d sq. 

5. K. Bishop to Q. 3d sq. 

6. Q. B. Pawn 1 sq. 

7. Q. R. Pawn2 sq.(*) 

8. Queen takes B. 

9. K. B. Pawn 2 sq. 

10. K. Knight to B. 3d sq. 

11. Castles. 

12. Q. Knight to Q. 2d sq. 

13. Q. Kt. Pawn 2 sq. 



WHITE. 

Q. Knight to B. 3d sq. 
The same. 

Q. Bishop to K. B. 4th sq. 

K. Pawn 1 sq. 

K. Knight td K. 2irsqf.- 

Queen to her 2d aqi 

Bishop takes B. («) 

K. Knight to B. 4Ui sq. 

K. Bishop to K. 2d sq. 

Castles with his Book. 

Q. Knight to A. 41b sq. 

King to sq. 

Q. Knight to B. 3d sq. 
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BVACK. 

14. K. Kt. Pawn 2 sq. 

15. Qneen takes Kt. 
1^. K. Pawn 2 sq. 

17. K.Kt.toadv.K:t. 4thsq. 

18. K. Kt^ to B. 3d sq.t(0 

19. K. R. Pawn l sq. 

20. King to B. 2d sq. 

21. K. Rook to its sq. 

33. K. Kt Pawn 1 sq. ) 

23. Rook takes P. checking. 

24. Q. Rook to K. R. sq. 
26. Qneen' to her 3d sq. chg. 

26. R. to adv. R. 2d sq. chg. 

27. Rook retakes, chg. ( ^ ) 

28. Q.toadT.K.Kt.3dsq. 

29. Q.toad.K.Kt.2dsq.chg. 
.30. Q. to adv. K. Kt* sq. chg. 
31. Qoeen takes Kt. giving 



WHITE. 

Knight takes B.(*) 
K. Rook to Kt. sq..* 
Q. Knight to Q. sq.(«) 
K. R. Pawn l sq. 
Q. Knight to K. B. 2d sq. 
K. Kt. Pawn 1 sq. 
King to R. 2d sq.{ 
Pawn takes R. P. 
Pawn takes P. 
King to Kt. 3d sq. 
K. Rook to its sq. 
King to Kt. 2d sq. 
Rook takes R. 
King to B. sq. 
Bishop,toQ. sq. 
King to his own sq. 
King to his 2d sq. 
checkmate. 



. C*) 'R n proper to accustom yourself to play with either 

COlOflK. 



* This move is very bad. 

t Queen miglit have played to king's rook's third square, 
t King's knight's pawn one square would have been better. 
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(^) He pushes this pawn, conceiTmg that 700 intend to castk 
on the queen's side. 

(c) Seeing that you cannot conveniently castle on your 
queen's side, you exchange piece for piece, in order to disen- 
gage your pieces and castle on the king's side. 

) If, at the fourteenth move, instead of taking the adveite 
bishop with the knight, you had played 

BLACK. WHITE. 

14 K. Knight to adv. K. ^ sq. 

16. Knight takes Kt. Bishop takes Kt. - 

16. K. Kt. Pawn 1 sq. Queen to K. B. 2d tq. 

17. Queen to K. 2d sq. K. R. Pawn 1 sq. 
10. Queen to K. Kt. 4th sq. and will win. 

( • ) See note ( > ) to the First Game of Chap. I. 

C) It would at first sight appear that a move had been lost 
by the knight being obliged to retire to the bishop'si third 
square ; but it is not so, for he has gained his object by Ibrdng 
you to advance the rook's pawn one square. 

) If he. had taken your pawn with his, it would have 
covered ^our king and masked his rook, which is his bestpieoe. 

( ) It is not indifferent whether he takes with the queen or 
rook ; for, by takbg with the rook, he brings a piece into yoor 
game, whereas, if he had taken with the queen, he wooM net 
have been able to make use of his rook to win the game. 
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Variation op thb prbcbding Gamb. 



BLACK. 

K. Pawn 2 iq. ' 
U Q. Pawn 2 iq. 
U 1L Pawn 1 sq^ 
k K. Kt Pawn 2 sq. (*) 
k K. B. Pawn l nq. 
U Buhop to Q. 8d sq. 
r. Qaeen takes B. 
U R. Pawn 2 sq. 
K Q. B. Pawn l sq. 
I. SLKt Pawnlsq. («) 
U K. B. Pawn l sq. 
U K. Knight to B. 3d sq. 
L Q* Bishop to K. 3d sq. 
U Knight to Q. 2d sq. 
L Q. Knight to its dd sq. 
I. Castles on his Q. side. (0 
U King to Q. Kt. sq. 
I. Q. Knight to Q. 2d sq. 
h Q. Book to B. sq. 
I. Q. B. toK. B.2dsq.(>') 



WHtTB. 

Q. Knight to B. dd sq. 
The same. 

Q. Bishop toK. B. 4th sq. 
Q. Bishop to ad?. K. 4th sq. 
Q. bishop to K. Kt.8dsq. 
Q. Bishop takes B. 
K. Pawn 1 sq. 
K. Knight to K. 2d sq.* 
K. B. Pawn 2sq.(i') 
K. Knight to B. 4th sq. 
K. Kt Pawn l sq. 
King to B. 2d sq. ( ^ 
Q. KnighttoK.2dsq:(«) 
Qaeen to her 2d sq. 
Q. Kt. Pawn l sq. 
Q. R. Pawn 2 sq. 
Q. B. Pawn 1 sq. 
Q. Kt. Pawn 1 sq. 
Q. Knight to B. 3d sq. ( ^ 
Q. Knight to B. 4th sq. 



* QMMi'f knifi^t to advenary'f kmg^t's fotirth square would havo 
Mftbsttsr. 



102 TREATISE OM TBfe 

BLACK. WHITE. 

^21. King to Q. B. sq. Q.Kt.ioady.Q.B.4lb8q.O) 

22. Knight takes kt. Q. Kt. Pawn takes Kt. 

28. Queen to B. 2d sq. K. Bishop to K. 2d sq. ( ^ ) 

24. Q. B. Pawn l sq. K. Book to Q. Kt sq. 

25. Q. Book to Kt. sq. K. B. toadr. Q. Kt. Sd sq. 
20. King to B. 2d sq. Q. Book to Kt. «q. 

27. K. Book to K. sq. Queen to her sq. 

K. Knight to Q. 2d sq. Queen to K. B. sq. 

29. Queen to B. jq. Q. Book to Kt. 2d sq. 

80. Knight takes B. ( ' ) B. Pawn Ukes Kt. dig. 

81. King to Q. B. sq. Q. Book «o its 2d sq. 
32. Queen to her 2d sq. Bishop takes Q.*B. P. 



33. Q. Book to Q. sq. 



^ K; Bishop to K.^ 2d sq. dis- 

I covering check. 

34. King to Q. Kt. sq. Q. B. to adv. Q. B. sq. chg. 

35. King takes B. Queen to B. sq. checking. 

36. King to Q. Kt. sq. Q. to adv. Q. B. 2dsq. chg. 

37. King to Q.B. sq. ^Quecfn to adv. Q. B. sq. 

and diecknmtes. 

( *) His object is to push up his king's pawns, because, that 
being the side on which the pawn is given, is your weak side. 

( ^) You wish to break hb pawns or to place your knight at 
the bishop's fourth square, in case of his playing king's knighf s 
pawn one square. 

( * ) This move pn the part of the Black has already lost 
him his advantage ; first, because your king, being coveted by 
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h m fm mi'mxaM be attacked on that tide; and, fecoadljr^ 
iMi pambaiogpiiihed allows your knight to place itielf at tbe 
hjng^t biebop'f fourth iqoare. Whenever we intend to fom an 
fliaak opos the advene king, oncfbonld either take the |Mram 
tiiaftMiMnluai'orfmienre the power of doing so when yon 
bate arranged yonr pieces for the attack. By pushing this 
pawn it must be apparent that any attack from the king's side 
mnat be abortive. 

(') Yon play the king to his bishop's second square with 
great reason, for it will be protected by the adversary's pawns, 
which are locked with yours. 

Ton wish to advance the pawns on your queen's side. 
Itwoald have been better to move his king to bishop's 
seoond square, and the game must have been drawn on account 
of the situation of the pawns. 

(') You wish to bring the knight to adversary's queen's 
kaigiif s fourth square. 

( Yon remove your bishop to prevent bis knight coming 
into your game. 

He is compelled to take the knight which b so far 
advanced into his game. 

) If, in^d of moving bishop to king's second square, you 
had advanced your queen's rook's pawn, he would have pushed 
the queen's knighf s pawn two squares, forcing you to take, en 
jNMnm^, and the game would be drawn by his retakmg the pawn, 
sad afterwards movuig kmg to the rook's second square. 

) In the present state of the game the Black must lo$e, 
Ibt if, instead of takmg your rook, he were to pfaiy any other 
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move, you should play queeo to knight'f square, redociiig blii 
to the necessity of making nothing but useless mbret, and 
allowing time for the removal of your knight from the kiiqfs^ 
bishop's fourth square to the queen's knighfs fourth, sqnm^ 
when* by taking his queen's rook's pawn with it, you will feiee 
the game. 



Sixth Game. 



The player who gives the Pawn and Move adtaneai, 
at bis second move, the King's Pawn two squares. (^) 



BLACK. 

1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 

3. Q. Pawn 1 sq. 

4. K. Kt. toB. 3dsq. (^) 
6. Q. Bishop to ad. K.Kt.) 

4th sq. i 

6. Bishop takes B. 

7. Q. B. Pawn 2 sq. 

8. K. Bishop to Q. 3d sq. 

9. Q. Knight to B. 3d sq. 

10. Castles. 

11. Q. Kt. Pawn2sq. («) 
.12. K. B. Pawn l sq. 



WHITE. 

Q. Knight to B. 3d sq. 
K. Pawn 2 sq. 
Q. Knight to K. 2d sq. 
Q. KnighttoK.Ki.3dsq. 
K. Bishop to K. 2d sq. 

(See Variation.) 
Queen taj^es B. 
K. Knight to B. 3dsq. 
Q. Pawn 1 sq. 
Castles. 

Q. B. Pawn 1 sq. 

Q. B. to adv. K. Kt. 4tb sq* 

Bishop takes KU 
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BLACK. 

Ig. Queen takes B. ( ) 

14. Q. Knight takes Kt. 

15. Queen to K. 3d sq. 

16. Queen to her 2d sq. 

17. King to B. 2d sq. 
IB. K. B. Vkwn 1 sq. 

19. K. Book to Kt. sq. 

20. Q. Book to K. B. sq. 

21. King to B. sq. 



WHITE. 

K. Knight takes Q. F* 
Pawn takes Kt. 
Pawn on Q. file 1 sq. 
Kt. to adv. K. B. 4th sq. 
Qneen to adv. B. 4th sq. 
K. Book to B. 8d sq. 
K. Book to Kt. 3d sq. 
Q.to adv. K.Kt. 3d sq. chg: 
K. Book to its 3d sq. and 
White most win. 



(*) The design of this opening is to bring both knights over 
to the king's side, in order to strengthen the attack which one 
intoids to form on the adverse king. This method of playing 
iDMy succeed if the adversary does not oppose to this opening 
the true defence, as will be proved by the examples which 
shall be given. 

(^) This is the principal mistake on the part of the Black ; 
be should have played qaecu's bishop to adversary's king's 
knighfs fourth square, afterwards exchanging it for one of the 
knights. 

(^) la laying down rules for pushing the rooks' pawns, in 
order either to prevent the approach of the adversary's pieces 
or to drive them away, it is necessary to observe that there are 
some exceptions^ as in the following example : — 



• This move is well pl^ed. 
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If, at the eleventh move, the Black, instead of playiog 
queen's knight's pawn two squares, plays— > 

BLACK. WHITE. 

11. R. Fawn 1 sq. K. Knight to E. 4fth fq. 

12. Q. KL Pawn 2. sq. Queen.to K. 3d sq. 

13. K. Bi^bop to K. 2d aq. K. Knight to adv^ B. Atji sq. 

14. K. %mbt to R. 2d sq. Queen to K. Kt. 4th sq. 
16. ^ Bishop to K. Kt 4th sq. K. E. Pawn 2 sq. 

16. Bidiop to its 3d sq. Q. Bishop takes wir. K. Kt. 

P. having a fine gaiiie. 
Many other instances might be given where it would be very 
inconvenient to move the king's rook's pawn ; as, for example, 
when the king has not castled, and when the king's bishop's 
pMfn.happeos to be advanced one square, exposing yon to a 
check from the adverse queen at the rook's fourth aquare. 

<^ ) If the Black, at the thirteenth move, instead of takag 
the bishop with his queen, had taken with the pawn, the Whiter 
by moving queen's knight to adversary's bishop's fourth squaie* 
and afterwards his queen to her second square, would win* 

Variation of thj^ preceding Game, 
Commencing at the fifth move of the White, when, instead of 
moving bishop to king's second square, the White pbiys— 

BLACK. WHITE. 

6. • • K. Knight to B. 3d aq. 

6. Bbhop takes Kt. Queen takes B. 

7. K. Bi8hoptoQ;3dfq. K. Bishop to^Q. B. 4th sq. 

8. Castles. Castles. 
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ACK. WHITE. 

Knight to Q. 2d sq. Pawn 1 sq. 

B. Pawn 1 sq. Q. Bishop to K. Kt. 4th sq. 

El. Pawn 1 sq. Q. Knight to adv. B. ^ tq. (•) 

Bishap to 9. 2d a^. Q. Bishop 4o R. 4tfa fq«. 

g to R. 2d aq. (0 K. Kt. Pam 2 iq. , 

KLt. f^m 2 sq. Bishop taj^es Kt. P. 

fUfUiuts B. Q. to K« R. 3d sq. ehe^ng. 

g Jto JUX. sq. Q^een to adv. R. dd sq. 

Knight to K. sq. ( t ) K. Rook to B. :id sq. 

I^i^t to K. B. dd sq.« Q. to adv. K* Ki* 3d sq. chg. 

g to R. sq. Rook to its 3d sq. ohecUng. 

j|ht interposes. Queen takes Kt. giving mate. 

The knight being moved to this square wins you the 

le pkys his king to this square to sustain his rook's 
nd afterwards^ in time and place, to push the bishop's 

[e has no other move to save the mate^ which he cannot 
[y avoid on account of his bad play at the commence- 
the game. 



the queen moved to king's bishop's third square, the game 
ve beep equally lost: thus,— 

iCK. WHITE. 

n to R. B. 3d sq. Knight to K. 2d sq. checking, 

n takes Kt. Queen to adv. K. Kt. 3d sq. chg. 

to R. sq. K. R« to its 3d«q. checkmating. 
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Another Variation of the preceding Game. 





BLACK. 


WHITEt 


1. 


K. Pawn 2 8q« 


Q. Knight to B. 8d sq. 


2. 


Q« Pawn 2 sq« 


K. Pawn 2 sq. ' 


3. 


Q. Pawn 1 sq. 


Q. Knight to K. 2d sq. 


A 


K. Knifpht to B. 3d so. 


O. Knis-htto K.Kt. Sdso. 


6. 


O. B. to ad. K. Kt.4th sa . 


K. BishoD to K. 2d so. 


6. 


Bishop takes B. 


Queen takes B. 


7. 


Q. B. Pawn 2 sq. 


K. Knight to B. 3d sq. . 


8. 


K. Bishop to Q. 3d sq. 


O. Pawn 1 so. 


9. 


O. Kniirht to B. 3d sa. 


O. BishoD to O. 2d so. 


10» 


Castles. 


Castles on Q. side. 


11. 


Q. Kt. Pawn 2 sq. 


Q. Kt. to adv. K. B. 4th sq. 


12. 


Q. B. Pawn 2 sq. 


K. Kt. Pawn 2 so. 


13. 


K. Knight to K. sq. (■) 


K. B. Pawn 2 sq. 


14. 


Q. R. Pawn 1 sq. 


K. Kt. Pawn l sq. 


16. 


Q. Kt. Pawn 1 sq. 


K. B. Pawn l sq. 


16. 


Q. Kt. Pawn l sq. 


Q. B. Pawn takes P. 


17. 


Pawn takes P. 


Q. B. Pawnl sq. 


18. 


Q. B; to adv. B. 4th sq. 


K. Kt. Pawn l sq. 


19. 


K. B. Pawn l sq. 


Kt. Pawn takes P. chg. 


20. 


K. Book takes P. 


Queen to K. Kt. 2d sq. 


21. 


King to B. sq. 


K. Book to Kt. sq. 


22. 


K. B.to Q. B. 2d sq.(0 


Q. B. takes adv. K. B.P. 


23. 


Queen to K* B. 3d sq. 


K. Knight to B. 4th sq. 
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BLACK. WHITE. 

24. Q. B. Pawn 1 sq. Q. Book to K. B. sq. 

25. K. Rook to K. B. 2d sq. Q. B. takes ad. K. Kt. P. 

cbg. and White must win. 

, ( * ) If the Blacky at the thirteenth move, had taken the 
adversary's king's knight's pawn with his knight, instead of 
plajring ft to king's square, by moving your king's rook to its 
kojghf s square, you would have forced the knight to retire, 
thus gaining a move on the adversary. 

( ^} It has been already observed, that whenever pawns are 
advanced on your king, you should be careful of taking them, 
as by doing so you uncover the king, and thereby expose him 
to danger. 

(^) He might have moved queen's knight to king's second 
square, but nothing could save his game. 
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Another Variation of the preceding GamIe. 



7be Blacky instead of moving his King's Knighjt, 
gives check with his Queen. 



* BLACK. 

• 

1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 

3. Q. Pawn 1 sq. 

4. Q.toad.R. 4thsq.chg.* 

5. Q. Knight toB.Sdsq.C) 

6. Qneen to K. 2d sq.f 

7. Q. B. to K. Kt. 4th sq. 

8. Castles* 

9. Bishop takes Kt. 

10. K. B. Pawn 1 sq. 

11. Queen to her 2d sq. 

12. K. Kt. Pawn l sq. 

13. K. Bishop to K. 2d sq. 

14. K. R. Pawn 2 sq. 
16. K. R. Pawn 1 sq. 



WRITK. 

Q. Knight to B. Sd 9q. 

K. Pawn 2 sq. 

Q. Knight to E. sq. 

Q. Knight to K. Kit. 8d sq. 

K. Knight to B. 3d sq. 

K. Bishop to Q. B.4th8q. 

Castles. 

K. R. Pawn 1 sq. ' 

Qneen takes B. 

Q. Kt. to ad. K. B. 4th sq. 

Q. Pawn 1 sq. 

Q. Kt. to K. Kt. 3d sq. 

Q. B. Pawn 1 sq. 

K. Bishop to ad. Q. 4th sq. 

Knight to K. 2d sq. 



* This move is not good, as it allows tHe adversary to bring has 
queen's knight over to his king's side. 

t Queen should have gone to her own square; this move is bad; on 
account of its confining the king's bishop. 
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BLACK. 

16. K. Knight to R. 3d sq. 

17. K. Rook takes B. . 

18. Pawn takes P. 

19. Q. Rook to K. B. sq. 

20. K. B. Pawn 1 sq. 

21. K. B. Pawn 1 sq* 

22. K. Bishop to its 3d sq. 

25. K. Biriiop to Kt. 2d sq. 
24L Qae^ takes B. 

26. Qpeen to Kt. 3d sq. chg. 

26. K. Kt. Pawn 1 sq. 

27. Qneen to K. Kt. 3d sq. 

28. K. Rook to its sq. 

29. Q. Kt. Pawn l sq. 

30. Q. R. Pawn 2 sq. 

81. King to Q. sq. 

82. K; Rook to Kt. sq. 

88. Q. Rook to K. B. 2d sq. 
84. Bishop to iU sq. ( O 
86. Bishop to Q, 3d sq. 
86. King to his 2d sq. ) 
87; K. Rook to B. sq. 
3|B. King to B. 3dsq.(«) 

39. Bishop to Q. B. 4th sq. 

40. King to Kt. 2d sq. 

41. King to R. 3d sq. 



WHITE. 

Q. Bishop takes Kt. 
Q. Rook to B. sq. 
Pawn retakes. 
Q. Pawn 1 sq. 
Queen to K. 3d tM^. 
Queen to K. B. 3d sq. 
K. Rook to Q. sq. 
Bishop takes Kt. 
Q. Pawn 1 sq. 
King to R. 2d sq. 
Q. B. Pawn 1 sq. 
Q. B. Pawn i sq. 
Q. B. Pawn 1 sq. 
Queen to R. 3d sq. 
Queen to her 3d sq. 
Queen to K. B. 3d sq. O 
Queen to K. Kt. 4th sq. 
Knight to Q. B. 3d sq. 
Kt. to adv. Q. Kt. 4th sq. 
Kt. to adv. Q. R. 2d sq. 
K. Rook to K. sq. 
K. Rook to B. sq, 
Kt. to adv. Q. Kt. 4th sq. 
Q. Rook to K. sq. 
Q. Rook 'to K. 2d sq. ( ^ 
Qneen to K. B. 3d sq. 
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BLACK. 

42. Qneen to K. B. 4th sq. 

43. King takes Q. 

44. K. B. Pawn l sq. 
46. Q. Book takes P. 

46. K. Book takes B. 

47. Book to adv. B. sq. 

48. K. Kt. Pawn l sq. 

49. King takes P. 

60. Book to adv. K. sq. 

61. King to adv. B. 8d sq. 

62. Book takes K. P. 
68. Pawn takes Kt. 

54. B. to adv. K. B. 401 sq. 

55. Book to B. sq. 

M. Book to adv. Q. sq. 

67. K. Pawn 1 sq. 

68. K. Pawn 1 sq. 

69. K. Pawn 1 sq. 

eo. King to adv. B. 2d sq. 
61. Pawn goes to Q. 
62» King to adv Kt; sq. 

63. King to adv. B. sq. 

64. Q. to adv. K. 3d sq.chg. 
66. Q. to K. B.' 3d sq. chg. 

66. Queen to K. 3dsq. chg. 

67. Q. to K. B. 2d sq. cbg. 



WHITB. 

Qneen takes Q. 
Knight to Q. B. 8d#q. 
Pawn takes P. 
Book takes B. 
Knight to Q.sq. 
Book to Q. 2d sq. 
Pawn takes P. 
Knight to Q.Kt 2d sq. 
B. to K. Kt. 2d sq. dig. 
Knight to Q. 3d sq. 
Knight takes B« 
Q. Pawn 1 sq, 
Q. Pawn 1 sq. ' 
Book to Q. 2d sq. 
Book to Q. 4th sq. 
Book to adv. K. 4th sq. 
Book to adv. K. sq. 
King to B. dd sq. 
Book takes B. 
Book to adv. B. sq. cbg. 
Book to adv. Kt. sq. chg. 
Pawn goes to Q. 
King takes P. 
King to Kt. 4th sq* 
King to B. 4th sq. 
King to adv. K. 4th sq. 
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68. Q. to K. R. 4th sq. chg. Q. to adv. K. Kt 4th sq. 
W. Q. to adv. K. 2d sq. chg. Kin^ to adv. K. B. 3d sq. 

70. Q. to adv. B. 2d sq. chg. Qaeen to adv. K. B. 4th sq. 

71. Q. to adv. Q. 4th sq. chg. Queen to adv. K. 4th sq. 
7t. Q. to ad. K. B. 2d sq.cbg. King to adv. K. 2d sq. 
7t. Q.to ad.K.R.4th sq. chg. Qaedn to ad. K. Kt. 4th sq. 
74; Q. to adv. K. 4th sq. chg. King to adv. Q. 2d sq. 

75. Q. to adv. Q. 3d sq. chg. King takes P. 

76. Q. to K. R..2d sq. chg. Rook to Kt. 2d sq. 

77* Q. to ad.K.R.2d sq. chg. Qneen to K. Kt. 3d sq. and 

White mast win. 

The latter part of this game will instmot yon how to 
manoeuvre the king, in order to escape from the con- 
liiliied checks which an adversary gives when he endea- 
Tottra to make a drawn game. 

( * ) If the Black at the fifth move, instead of moving queen's 
kni^ to bishop's third square, had played king's knight to 
UshopTs thud square, the White would have recovered his 
pmi by bringing his king's knight to bishop's third square. 

(^) Tou replace the queen at this square to prevent the 
advance of his pawns on your king. 

(* ) He plays this move to prevent you from pushing the 
queen's pawn one square. 

) His intention is to bring liis, king to the rook's third 
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square, with a view of ^eStber forcing yoa to etchuigt qiieeiu 
or to retii^ youH, which st^ps the progress of ' hiiUHrwDt; 

(•) If, instead of mon6g hh' ldng to th^ Uskop't: tUM 
sqoare, he had taken yonr Ung^ pawn, you would hftfe piajei 
queen to hil^lring^s thiMI square gmng cheek. 

(^) If yoirhad nidv0d tile knight to buhop^t diird aqott^ 
befote playing ihe rook t^: king's second «qi^ hl^Jlla^ 
his bishop at your queen'ls knighfs fourth $qim0 be W09W 
have prevented the action of yo|ir, knight; 



Another Vabution op the PRECBDiKa OAMfi 

TbeBlaok^ iseeiog th^iattack of the two Kiug^,,!^ 
at his fourth move the Queen's Bish<qpi to a4T€r«aqfff 
King's Knight's fourth square. 



BLACKr 

1. K. Pawns sq. 

2. Pawn 2 sq* 

3. Q. Pawn 1 sq. 

4. Q. Bishop to adv. K. 

Kt,4tlisq.C) 



WHn^. 
Q. Knight to B. 3d sq. 
K. F^wn 2 sq. . 
Q. Knight to K. 2d sq. 
K. Kt. to B. 3d sq.* See 
Variation (A). 



This move is exceptioattbley if the Block play propeiijr. 



OAMI OF CHESS. 



lift 



BLACK. WHITE. 

6. Bishop takes Kt. Pawn takc^ B. 

.6. to ail, Jk( 4tfi sq. el|g. Q. E^night to JL Kt. 3d sq. 

1. JKMgbtrto.B. dd sq. Queen to Kp 2d sq. 

e. K. Knight toB. 4th sq • Queen to K. B. 2d sq. O 

9. Knight takes Kt. Qneen takes Kt. 

10. QNieeii to K. B. 8d sq. 8cc. 8cc. 

In this situation, the Black has afaready lost the advan- 
tage of the attack, having only a pawn niol^e; With which 
it would be veiy difficalt for him to win against a Wpefttor 
player; Ee should haive pushed the queen's pawn one 
square. See the Variation on this game commencilig' at 
tlie Mth move. 

(*) This u hit be^t move, as he thereby gets rid* of one of 
the advenary's knights. 

It you had given check with your queen at the adver- 
sary's queen's knighf s fourth square, be would have ph^jred 
the queen's knight to queen's second square, and on your 
takmg the queen's knigbf s pawn, would' have played the queen's 
foak^ attacking your queen with a £ne game. 



sr Black plajf ill.; thsqueen^t jptmn shonkl have been adfsnesd ons 
tqasre. See Vsristioii( A)* 
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Vabution of THM OAMIk 
Cofluneneiiig «t the fifth move, when the Bktk^ hitttJ #r 
tikiiig the wAremxfB kilig^t knight^ playf beltir bj adfiadH 
hit qnWf pawo <Mie tqnare.* 

■LACK. whus. 
6. Q. Pnro 1 iq. Q. Knight to K« Kt td 

6. Pawn Uket adv. Q« B. P. Queen takes P« 

7. Q« Bifhop takes Kt. Pawn takes B* 

6. Q. R. Pawn 1 sq. K. Bishop to Q. B. 4th mj. 

9. Q«KnighttoB.8dsq.(<) Q.Pawnlsq. 
10. Q. Kn^t to adv. Q. 4th sq. Qoeen to K. Kt. td sq. 
It. K.BJtoad.Q.Kt.4thsq.chg. King to Q. sq. 
12* Q. Kt Pawn 3 sq. K. Bishop to Q. Kt td sq. 

18. Q. Knight takes B. Pawn Ukes Kt. 

14. Qoeen takes adv. Q. P. checkbg and will win. 

( * ) There u no time to lose in bringing out this knight* m 
order to place it at the adversary's queen's fourth square. 

The following Variation will show the proper method of Ibl- 
lowing up the attack after the queen's knight has been played 
to its bishop's third square. It is unnecessary to eiamhM the 
above Variation ; it is not well phiyed. 



• This move b out of itapioper placet and b noi good, hi spils of 
«he above oVsenration. See- Varianon ( A 



GAIIK OF CHEM. 



117 



ViunATioN ( A ) 
Cmmmdag at tbe eighth more of the htt TaifiitkHi but one, 
whm the Had^ meteed of pfaqrmg Ung^f knight to rook's 
Ibvfth e^Mie^ jpkjn queen's |wwn one tqnaie. 

IIUM9L WHITB. 

•.<|.nMmlS4. Q«taketP.or(B)or(C)or(D) 
0. L Kiright to R. 4th sq. If the White kuig's took ome to 
farigbtTf upmte, the Black, by phyiag hb king's bbhop 
to qaeen'f bishop's fourth square, will gain the exchange, 
tbefefim Q to wir. Q. Kf. 4th sq. chg. 

10. Q.K-g|..toQ.*l«,.| 

asthebestaMTe. } 

11. K. Bishop to Q. B. 4th sq. Rook to Kt.2d sq. 

IS. Knight to adT. B: 4A sq. wfauung the exchange with a 
finegiune* 

(B) 

8. • • • • Q. B. Pawn takes P. 

9. K. Bishop to Q. B. 4tb sq. King to Q. sq. 

10. K« Kt. Pawn 1 sq. and Black has a fine game; tbe sacri^ 
fice of the queen's pawn materially improving his position 
and leodering tbe winning of tbe game certain. 
(C) 

8« • •••• Queen to K. B. 2d sq. or (E) 

0. PtowB tdMs P. Knight to adv. K. B. 4th sq. 

10. Qaeen takes Q. King takes Q. 

11. K. B. to Q. B. 4tb sq. chg. King to bis sq. 
IS. OaelUs, with a finegiuBe. 



118 



TEEATI8E ON THE 



(E) 

BLACK. .WHITB. 

8. 9u^en to Kt 2d s^. 

9, K. Bishop tp Q. B« 4th sq, Bbhop takes P. 

10. Knight to R. 4th s<j[. King to Q. i^. 

11. Knight to adv. K» B» 4th sq. Queen to K. B« 89^ , . , 

18, Kplghjt ta adv, Rr 9d sq. Knight to .9^ 4(li 9q. 

13. Kl« to ad. B. ad sq. cbg. Kiqg U> his 3d f q. 

14. Queen to K. B. ad pq. Rook to Kt, iq. 

lb. Knight takes K. B, ^ Kl. takes ad?, JCk P. chg. 

10, K;ing to B. sq4 and Blatk has a winning game. 

(D) 

8. • Queen to K. 8d sq« 

9. Q. Knight to Q. .2d sq/ . Bishop takes P. 
10. K. Bishop to Q. B. 4th sq. and Bhck miftt lose, 1 

The above Variations will^ it is hoped, make it apparent 
to the aimteur that White's playing the king's knight to 
bishop's tjiird sqaare at the fifth move is not good play : 
the correct move for the person who gives the pawn and 
move, on the Sfj^ player's placing his q|iieen's bishop at 
king's knight's l^rth square, is to move the qneen's 
paum one square, as is done 19 the following game, which 
is tnk^n from the same treatise as the for^oi|i|[. 



BLACK. 

1. K. Pawn 2 sq. 



Q. Knight to B. ad sq. 



GAME OH 

ILACK. 

2. Q.Paini28q. 

4. Q.BwU»d.K.Kt.4thsq« 

6. Quern tb .&* B. 4tb tfq. 
7* B. Pawn 2 sq. 
8. Q. Bishop takes Kt. 
A. iKi.B.Paw]ilsq. (*) 

10. Q.to ad.K.B.4th sq. chg. 

11. K. Bishop to Q. 3d sq. 

12. K. Knight to B. 3d sq. 
18. Queen to K. B. 4th Sq. 
14. QoeentoK. B. 2dsq, 

16. Q. Knight to B. 3d sq. 
le^ Cas^ with Q. Book. 

17. K. Kt. Pawnl s<|.,, 

18. Q. Book to K. Kt. sq. 

19. K. Kt. Fawn takes P. 

20. Queen to K. Kt. 3d sq. 

21. Ki Knight to B.^4tK bq. 

22. Q. Knight to K^ 2d sq. 
2d« Bishojl^ takes Ki 

24. K. B. to K. Kt. 4th sq. 

25. Queen takes B. 

2#. Kt.toad.K.B.4thsq.chg. 
27. Q. BooktoK.B.sq. 
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WHITB. 

K. Pawn 2 sq. 
Q. Knight to K. 2d sq. 
Q.PlKwnl sq. 
K.£l..Pawnlsq. 
K. 9ishop t0Kt.2dBq. 
K.:B. Pawn l sq. 
K. Knight takes B. 
Pawn takes P. 
King to B. sq. 
Pawn on K. B. file 1 sq. 
Queen to K. sq. 
Knight to its 3d sq. 
Q. ^isbop to Q. 2d sq. 
Q. B. Pawn l sq. 
Q, B. Pawn 1 sq. 
Q. B. Pawn i sq. 
Q. Kt. Pawn 2 sq. 
Knight takes P. 
K. Book toKt. sq. 
Q. Kt. Pawn i s^. 
Knight takes Kt. 
King to his Sd sq^ 
Bishop, ts^es JB. 
Queen to K. B. 2d sq. 
King to B. sq. 
Bishop to its 3dsq. 
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BLACK. WHITE. 

28. Queen to K. R. 8d sq. K. Book to Ki. 8d sq. 

29. Knight takes adv. Q. P. Qaeen to B. 2d sq. • 

30. Qaeen to adv. K. 3d sq. King to Ki 2d sq. ^ 

31. Q. Book takes Bishop. Rook takes B. 

32. Book to K. JKt. sq. chg. King toB. 2d sq. 

33. Qneen takes B. and must win. 

) This pawn is sacrificed to make an opening on his lung. 



Variation of the prbobdino Oamb, 



C!ommencing at the third move^ where the Black, instead 
of poshing his Pawn on the Knight, takes the King^s 
Pawn with his Qneen^s.* 



BLACK. WHIT1B. 

1. K. Pawn 2 sq. Q. Knight to B. 3d sq. 

2. Q. Pawn 2 sq. K. Pawn 2 sq. 
8. Pawn takes P. Knight takes P. 



* This method of playiiig is not to be recommended, as by dduig so 
the person giving the pawn and mo?e will be enabled to get his pieces 
into better play. 
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BLACK. 

4. K. B« Pawn 2 sq. 

6. K. B. to Q. B. 4th sq. 
Q. Bishop to K« 3d sq. 

7. K. Knight to B. S&sq. 
B. Q. B. Pawn l sq. 
U. Q. Knight to Q. 2d sq • 

10. Qneen to K. 2d sq. 

11. Castles with Q. R. &c. &c. 

In this situation he will pash ap the pawns on his king^s 
side, in order to form an attack upon your king, following 
the instmotions before given^ and oaght to win the game 
from the adyantage he receives. 



WHITE. 

Knight to B. 2d sq. 

K. Knight to B. 3d sq. 

Q. B. Pawn 1 sq. 

K. B. to Q. Kt. 4th sq. chg. 

Bishop to Q. B. 4th sq. 

Qaeen to K. 2d sq.f 

Castles. 



* QoMo toknight'f third square would have been much better play, 
t Qoseo'i pawn two squares ought to have been played instead of 
tifabaovs. 



GAMES 

or THE 

ANONYMOUS MODENESE. 



GAMES 

OF TBB 

ANONYMOUS MODENESE. 

After having passed through the parties on 
the different odds, the amateur now arrives at 
the even games : the foregoing are the common 
advantages which are received or given in prac^ 
tice, and I have deemed it unnecessary to give 
any other. 

Th6 following are the games of the celebrated 
Anonymous Modenese; they are taken from 
Umb work of Lqlli. I have left them without 
a comment, principally with a view of enablinig 
the amateur to* form his opinion on the relative 
skill of this player and Mr. Philidor ; for my 
own part I have little hesitation in saying, that 
the brilliancy of play and accuracy in calculation, 
which are apparent in the games of the Modenese, 
have certainly never been excelled, perhaps never 
equaUed. 
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The Modenese proceedi^ in tbe fint place^ to instruct 
the one who has the move to take advantage of an impio* 
per defence ; he afterwards shows the second player how 
to profit by an ffl-bmdncted attack. The r^;Qlar defence 
will be giyen at the end. I haye omitted some notes^ 
to prevent this book from being swelled to an onreason- 
aUe siz6%. i< 

First Game. ' 

• WHmsi BUtCK. 

1. K. Pawn 2 sq. The same. 

S. K« Jbn^ i&B^ SifBq. Q. Knight to Bt^isd iq; 

d» K.BishoptoQ.B.4thsq, The same. 

4. King to R. sq, and E. ^' ^ _ , 

toK. sq.* 3 

5. Book to B. sq. B.toQJB.4thsq.or(A)(xr(^) 

6. Q. Pawn 2 sq. Bishop takes P. or ( C) . 

7. K. Kt. to adv. Kx. 4th sq. K. Kniglii to K. 3d s^. 

* The Italian players allow a latitude in castling wliich is. aot 
suffered in France or Eiigland. 

f Black loses the game by this more ; he should havd^ w k t w^ im 
queen's pawn one square. 
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WHITE. BLACK. 

a. KJBi takerad V. BiP. chg-. King to B. iq.« 
Q. to Bdt. K. R. 4th 8q. Q.Pawii'lsq. 

10. Kniglit lakes adv. K. > Takes the Et. with the R. 

R. P. checking. ^ as the best move. 

11. K.B.toadv. K.sd^i^q.) 

u 1, I King to his 2d sq. 
discovenng check. 3 

13. Q,JBifihopto»d^-K.Kt.' 

4tfa sq. checking. 
13. Qneen to K. R. 3d sq. checkings and, if the Kt. 

covers the check at B. 4th sq. Q. takes, giving mate. 



S King takes. B. 



Vabution (A) 

WHHB. BLACK. 

5. Bishop to Q. Kt 3d sq. 

t K. B. Pawn 1 sq. to pre- 

6. Q. Pawn 2 sq. < vent the adv. Kt. from 

L advancing.f 

7. Knight Ukes adv. K. P. 

tf tte pawn take tht knight, the White wiU cbeek with his 



# If the BlaelCy ^ eighdimove, had played king to his second 
e, the White, by moving knight to adversary's king's third square, 
[ win the qneen. 

it If the at the sixth , n^kove, had. piaye4 king's roo^s pawn 

o — i quMSy the White shoald tak« the adverse Mng^s jawi^ with his 
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WHITE. BLACK. 

queen at adversary's rook's fourth square, aad on the Black's 
covering with the. knight's pawn, will gif« another check with 
his bishop at the adversary's king^s bbhof/s second fquare, 
winning the game in a few moves; therefore, instead of this, 

Q. Knight takes Kt. 

8. Q. Pawn takes Kt. K. Kt. Pawn 1 sq. 

9. Doubled Pawn takes B. P. Knight retakes. 

1 0. Q. B. to adv» K. Kt. 4th sq. K. R. to B. sq. defendiiig Kt 

11. K. Pawn 1 sq. Q. P. 2 sq. attacUng the B. 

12. Pawn takes Kt. 

If the Black take the bishop with the pawn. White wiU gife 
mate in two moves ; therefore. 

Rook moves to B. 2d sq. 
> 13. Rook to K.8q. giving check. K.to hbB.8q. as hb best move. 

14. Q.B.to ad.K,R.3dsq.chg. King to Kt. sq. 

15. Queen takes adv. Q. P. giving mate in four moves. 

(B) 

5. ••••••••••••• K. Bishop to adr. R.'4lhsq. 

6. Q. Pawn 2 sq. K. Bishop to its 8d sq.* 

7. Pawn takes P. Knight takes P. 

8. Knight takes Kt. Bbhop takes Kt. 



• If the Black had pushed his queen's pawn oae square, or (Akea 
the adverse pawn with his king's, the White^ by advandng 1|is kni|^ 
to the adverse knight's fourth square, would have a fine game. * ' 
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WBm. BLACK, 

Queen tp adv. K. 4th 
tq. threatening to give 
laate at adv. bishop's 

> Queen to K. 2d sq. 
second square, and at- f 

tacking the adverse 

bishop at the same time. 
Rook takes adv. B. P. Queen to her B. 4th sq. 

Rook takes adv. K. Kt. P« ' 

discovering check. 
Q. Bishop gives check, winning tlie Q. and the game^ 
(C) 

K. Pawn takes P. 

K. Kt. to adv. K. Kt. 4th sq. Q. Knight to K. 4th sq. 
Knight takes adv. K. B. P. Knight takes Kt. 
Q. to adv. R. R. 4tb sq. K. Kt. Pawn 1 sq. 
Bishop takes Kt. giving check, and the Black will be mated 
in five moves, let him do what he can. 



* ^ King to Q. sq. 



Second 

WHITB. 

K. Pawn 2 sq. 

K. Knight to B* 3d sq. 

K . Bishop to Q . B . 4th sq . 



Game: 

' BLACK. 

The same. 

Q. Knight to B. 3d sq. 
The same. 
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BLACK. 



K. Kt. to B. 3d §q. or (A) 

Q.Pawii2sq.*or(B) 
K. Knight takef P. 



WHITE. 

4. King to R. sq. and R. ^ 

to K. sq. ) 

5. K.Kt.toad.K.Kt.4tbsq. 
0. K. Pawn takes P. 

7. K. Knight takes K. B. P. King takes Kt 

8. Qaeen to K. B. 3d sq. King to his 3d sq. defend 

checking. 3 ing the Kt, 

0. Q. Knight to B. 3d sq. Q. Knight to K. 2d sq.f 

10. Q. Knight to K. 4th sq. Bishop to Q. Kt. 3d sq 

11. Knight to adv. K. Kt. 

4th sq. checking. 

12. Bishop takes Kt, 

13. Queen takes Kt. chg. 



I King to Q. 2d sq. 



14. Rook takes K. P. 



15. Q.toadv.K.B.2dsq.chg. 



Knight takes B. 
K. to his 2d sq. for hii best. 
King, as his best move^ 

plays to his B. 3d sq. 
King takes B. 



16. Q. Pawn 2 sq. giving check : if Q. take P. the White 
mast check with the Kt. winning the Q. and, on 



* The Black loses the gnme by tbif more ; he should have castled 
with hie king at the knight*s and rook at the bishop's square. 

t If the Blacky at the ninth move, instead of playing queen^s knight 
to king's second square, should advance the queen's knight to adverr 
sar/s queen's knight's fourth square, the White muU immedaateljr 
move queen's rook's pawn one square, forcing it to retire. 
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> 

the Black's playing otherwise, the White, checking 
with the B. will mate in a few moTes.* 

Variation ( A ) 

WHITB. BLACK. 

4* K. R. Pawn 1 sq.f 

6. Q. B. Pawn 1 sq. K. Knight to B. 3d sq4 

6. Q. Pawn2 8q. K. Pawn takes P. 

7. B. Pawn retakes. Bishop to adv. Q. Kt. 4th sq. 

8. K. Pawn 1 sq. Bishop takes R. 

0. Pawn takes Kt. Bishop to Q. R. 4th sq. 

10. Q Pawn 1 sq. Knight to adv. Kt. 4th sq. 

11. Doubled P.takesad.K.KtP. Rook to Kt. sq. 

12. Q. B. takes adv. K. R. P. Queen to K. B. 3d sq. 

13. Q. B. to adv. K. Kt. 4th sq. Queen takes the doubled P. 

14. Queen checks^ and White will give mate. 

(B) 

King castles with K. fo Kt. 
and R. to B. sq. 



■{ 



^ If the Black bishop should take the White queen*s pawn^ the 
White would give mate on the move. 

•f The'^ Black should have moved queen's pawn one square instead 
of this. 

{ If the Blacky at his fifth move, had taken the adversary's bishop's 
pawn with his bishop, instead of moving knight to bishop's third 
square, the White ^should play rook to bishop's square^ afterwards 
taking the adversary's king's bishop's pawu; giving check* 

k2 
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WHITE. BLACK. 

e. K. B. Pawn 2 sq. K. Pawn takes P. 

1. K. Pawn 1 sq. K. Knight to K. sq/ 

8. Queen to adv. K. R. 4th sq. K.R.P.l sq. to avoid the mate. 

9. Knight takes adv. K. B. P. Queen to K. 2d sq.f 

10. Knight takes adv. K. R. P. giving double check, and where- 
ever the adverse K. moves he must be mated. 



Third Game. 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 

3. K. Bishop to Q.B.4thsq. The same. 

4. Q. B. Pawnlsq. K. Knight to B. 3d sq. 



* The loss of the Black, in this Variation, proceeds from his retiniig 
his knight to the king's square, instead of moving it to adversary's 
king*s knight's fourth square, threatening the check at adversary's 
king's bishop's second square ; for, should the queen take the knif^ 
the Black, by advancing his queen's pawn two squares, will attack 
the White queen and bishop, at the same time, certain of recoveiiog 
his piece. 

t If tho Black, at the ninth move, instead of moving his queen 
had taken the knight with his rook, the White, by retaking with his 
queen, \yould have won easily. 
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BLACK. 

K.toKt. and R.toB.sq. 
K. Pawn takes P or ( A ) 
K. Bishop to Q. Kt. 3d sq. 
K. R. Pawn 1 sq. 
R. Pawn takes Kt. or( B ) 
Q. Pawn 1 sq. or ( C ) 
K. Kt. Pawn takes K.B. 

King to Kt. 2d sq.f 

13. Rook to K; B. 4th sq. winning the game. 

Variation (A) 

6. K. R. Pawn 1 sq.t 

7. Knight takes K. B. P. Rook takes Kt. 

8. Bishop takes R. checking. King takes B. 

-9. B. Pawn takes adv. K. P. Knight to R. 2d 8q.|| 
10. Q. Pawn 2 sq. and White has a much better game. 



. * The bad pUy of the Black commences at this more; he should 
Iwve adranced bis queen's pawn two squares. 

•f If the Blacky instead of playing king to knight's second square, 
had moved knight to king's second square, the White, hy taking the 
dodbled pawn with the rook, would mate in a few moves. 

} The mistake of the Black commences here ; queen's pawn two 
squares should have been played. 

II If the Black, instead of retiring his king's knight, had taken th^ 



WHITE. 

5. K.Kt.toadv.Kt.4thsq. 

6. K. B. Pawn 2 sq. 
7* Q. Pawn 2sq. 

8. Q. Bishop takes P. 

9. K. toR.andR.toB.sq. 

10. Bishop takes donbled P. 

11. Q. Bishop takes Kt. 

12. Qneen to adv. K.R.4th ^ 
sq. -threatening checks 
at adv. K.Kt. 3d sq. ) 
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Rook takes Kt 



(B) 

WHITB. BULOL 

9. Q. Knight to R. 4Ui tq. 

10. Knight takes adv. K.B. P.. 
attacking the Q. andj 
threatening to discover | 
check. 

11. Bishop takes R. checking. King takes B. 

12. K. Pawn 1 sq. K. Kt. Pawn 2 sq. 

13. Pawn takes Kt. Pawn takes B. 

14. Queen to adv. K. R. 4th sq. winning the game in a few moves. 

(C) 

10 Queen to K. sq. 

11. Bishop takes Kt. Queen takes adv. K. P. 

12. K. Bishop to Q. 3d sq. Queen to her 4th sq.* 

13. Queen to K. Kt. 4th sq. K. Kt. Pawn 1 sq. 

14. K. Bishop takes P. Knight to K. 2d sq. 

15. Queen mates in two moves. 



doubled pawn with his other knight, the White must move his queen's 
pawn two squares ; and on the Black's taking the king*8 pawn with his 
king's knight, the White takes bishop with his pawn, having no occasioD 
to fear the check at his rook's fourth square from the adverse queen. 

* If the Black, at his twelfUi move, had retired his queen to kiiiffs 
third square, the White should immediately play queen to adverse 
king's rook's fourth square. 
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Fourth Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. Bishop to Q.B.4tbsq. 

4. Q. B. Pawn 1 sq. 

5. Q. Pawn 2 sq. ^ 

6. Q. B. Pawn takes P.j: 



BLACK. 

The same. 

Q. Knight to B. 3cl sq. 
The same. 

K. Knight to B. 3d sq.* 
Takes the P. with K. P. 

as his best move.f 
K. Bishop to Q.Kt. 3d sq.|| 



* If the Blacky at his fourth movey instead of moving knight to 
bishop's third square, should play his queen's pawn one square, the 
White must do the same, leaving the Black two methods of playing ; 
firstly, to advance his queen's bishop to adversary's king's knight's 
fourth square, or, secondly, to move his queen's knight to rook's 
fomrth square : as to the first method, the White can answer that by 
placing his queen at her knight's third square, and, for the second, the 
White must give check, by taking the adversary's king's bishop's pawn 
with bis bishop, and on the Black taking with his king the White must 
push his queen's knight's pawn two squares, having, in both of the 
above methods of play, an excellent game. 

f The Black takes the pawn with that of his king, because he 
would lose a pawn were he to retire his bishop to knight's third square. 

X The White may also advance his king's pawn , one square, forcing 
the Black to ^ove his knight to adversary's king's fourth square ; this 
method of play will be considered in the regular defence against the 
advantage of the move. 

II The mistake of the second player commences here ; he should 
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BLACK. 

Knight to adv. K. 4tb 



WHITE. BLACK. 

Kni| 

8q*or(A)or(B) 



7. K, Pawn 1 sq. | 



8. K. B. to adv. Q. 4th sq. K. B. Pawn 2 sq.f 

9. Bishop takes Kt. Pawn takes B. 

10. Q.B.toadv.K.Kt.4thsq. Q. Knight to K. 2d sq, 

11. K. Knight to R. 4th sq. K. Kt. Pawn 1 sq-J 

12. K.Kt.toadv.K.B.4thsq. Pawn takes the Kt. 

13. Q. to adv. R. 4th sq. chg. King to B. sq, 

14. Q.B.to adv.R.ddsq.chg. King to Kt. sq. 
1$. Qaeen to adv. K. Kt. 

4th sq. chg. 

16, Queen to adv. K. B. 3d sq. chg. giving mate in 
three moves. 



^ King to B. ^d sq. 



liave given check with his bishop at adversary's queen's knight's 
fourth square. 

* If the Black, at his seventh mov^,. had played his knight to 
adversary's king's knight's fourth squarcj the White immediately takes 
the adversary's king's bishop's pawn with his bishop ; but should the 
knight place itself at rook's fourth square, the White must then ad- 
vance the king's knight to adversary's knight's fourth square. 

f If the Blacky instead of pushing his king's bishop's pawn^o 
squares, had moved his king's bishop to queen's rook's fourth square, 
giving check, the White should, retire his king to the bishop's square. 

I If the Black, instead of this move, had advanced either his 
queen's or king's rook's pawn one square, the White must immediately 
j^heck with his queen at adversary's rook's fourth square. 
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Variation (A) 

KITB. BLACK. 

• • Knight to its sq. 

Pawn 1 sq. Q. Kt. to R. 4th sq. or ( C ) 

to Kt and R. to K. sq. Knight takes B. 

Bishop to adv. ^. Kt.^ K. Knight to K; 2d sq. as the 

th sq. '3 best movfe. 

Pawn 1 sq^ Q. B. Pawn takes P. 

Pawn takes P. Q. Knight takes P. 

B. takes adv. K. Kt. Q. takes B. 

een takes Kt. having a game won by its nature. 

(C) 

Q. Knight to K. 2d sq.* 

Pjawn 1 sq. Q. B. P. takes P. as the best. 

Pawn retakes. Knight to K. B..4th sq.f 



the Black, at the eighth move, had played his qaeen^s knight 
>wii square, the White should, notwithstanding, advance his 
pawn to adversary's queen's third square, 
the Black, at his tenth move, had played bis queen's knight 
king's knight's or queen's bishop's third square, the White 
)lay his queen to adversary's queen's fourth square ; and on 
:k queen moving to king*s bishop's third square, the White, 
ing with his king at rook's and the rook at bishop's square, 
e a won game* 



I 
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WHITE. BLACK. 

U.K. Kt. Pawn 2 sq* Knight to K. R. 3d sq. 

12. K. Kt. Pawn 1 sq. Knight plays anywhere. 

13. Queen to adv. Q. 4th sq. White having a much better game 

than his adversary. 

(B) 

7. Q. Pawn 2 sq. 

8. Pawn takes Kt. Pawn takes B. 

9. Q. Pawn 1 sq. Kt. to its sq. as the best move. 

10. Queen to K. 2d sq. chg. King to B sq. 

11. King to R. and R. to K. sq. 

If the Black take the doubled P. he will be mated in three 
moves; therefore^ 

Q. Bishop to Q. 2d sq. 

12. Q. B. to adv. K. Kt. 4th sq. K. Kt. Pawn takes P. 

13. Q. Bishop checks at adv. 

K. R.3dsq. 

14. K. Knight to R. 4th sq. and White must win. 



^ King to Kt. sq. 



Fifth Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Kt. to B. 3d sq. 



BLACK. 

The same. 

Q. Knight to B. 3dsq. 



I 
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WHITE. BLACK. 

3. K. B. to Q. B. 4th sq. The same. 

4. Q. Kt. tp B. 3d sq. K. Knight to B. 3d sq. 

5. K. to R. and R. to B. sq. K. Kt. to adv. Kt. 4th sq. 

6. Q. Pawn 1 sq. Kt.takes adv.K.B.P.chg.* 

7. Rook takes Kt. Bishop takes Ri 

8. Queen to K. B. sq. B. to Q. B. 4th sq. or( A ) 

9. K.B.takes adv.B. P.chg. King takes B. or ( B ) 
10. Queen mates in four moves. 



Variation (A) 

WHITE. BLACK. 

8. • • B. to adv. K. R. 4th sq.f 

9. K. B. takes adv. K.B.P. chg. K.to hisB.sq.as the bestmove. 

10. K. Knight takes B. Queen takes Kt. 

11. Q. Knight to adv. Q. 4th sq. Q. Knight to Q. sq. 

12. K. Bishop to adv. R. 4th-) 

S King to his Kt. sq. 
sq. discovering check. 3 

13. K. Kt. Pawn 1 sq. and Black must lose his Q. to avert the 

threatened mate. 



* The Black plays ill ; he should have castled : if the pawn had 
been taken with the hishop instead of the knight, the White would 
take the adversary's king's bishop's pawn with his hishop, giving check, 
afterwards playing knight to adversary's king's fourth square. 

^ The game would equally be lost were the bishop to move to 
its qaeen's knight's third square. 



140 



TREATISE ON THE 



(B) 

WHITE. BLACK 

9. • • • • King to B. sq. 

lo: Q. B. to adv. K. Kt. 4th sq. K. Bishop to K. 2d sq* 

11. Q. Kt. to adv. Q. 4th sq. Bishop takes B. or ( C ) 

12. K. Knight takes B. Queen takes Kt. 

13. Bishop to adv. K. R. 4th sq. winning the Q. 

(C) 

11. - • Bishop to its 3d sq.* 

12. Q. Knight takes B. Pawn takes Kt. 

13. K. Knight takes adv. K. P. Knight takes Kt. 

14. Q. Bishop take« P. Queen takes B. 

15. Queen takes Q. Knight takes B. 
^6. Rook to K. B. sq. giving mate in four moves. 



* If the Blacky at this move^ had pushed either his qneen's or 
lung's rdok's pawn one sqaare, the White, in case of the former bciag 

• advanced, should take the adverse bishop with his qireen's knigbt; and 
on the Black retaking with his knight the White mnsi move kis kiogfs 
knight to rook*s fourth square; but in case the king's rook's pawn 

' is pushed, the White must then take the adverse bishop with bis bufacf 
giving check ; and on the knight retaking, the White should take tbs 
adversary's king's pawn with his king's knight^ having, in both of fi» 
above methods of play a winning game. 
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Sixth Game. 



WHItE. BLACK. 

1. K. Pawn 2sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq« 

3. Q. Pawn 2 sq. K« Pawn takes P. 

4. K. Bishop to Q.B. 4th sq. The same.*' 

6. K.Kt.toad.K.Kt.4thsq. Q. Knight to K. 4th sq.f 

6. Kt. takes adv. K. B. P. Knight takes Kt. 

7. Bishop takes Kt chg. King takes B. 

8. Q.toad.K.R.4thsq.chg. K. Kt. Pawn 1 sq. 

9. Queen takes B. with<a mach better game. 



* If the Black, at the fourth move, instead of moving king*s bishop 
to queen's bishop's fourth square, had played queen's knight to its 
rook*s lbii]thsquare,or had given check with the king's bishop at adver- 
MIT's queen's knight's fourth square, the White would, in either case, 
be mble to recover his pawn, with a game certainly not inferior. 

f If the Black at the fifth move, instead of placing his queen's 
koiglit, had moved his king's knight to rook's third square, the Whit^ 
would still take the bbhop'spawn with his knight. 

[The mistake of the Black in this game, the Editor is inclined to 
believe, consists in moving his queen's knight to king's fburtli square, 
he should have brought his king's knight to rook's third square ; this 
medKxl of playing is, however, opposed both by the Anonymous 
Modenese and Lolli, in iheir Treatises on the Defence of this difhcult 
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Sbvbnth Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. Bishop to Q.B.4th sq. 

4. K.toKt.andR.toK.sq. 

5. Q. Pawn 2 sq. 

6. K. Pawn 1 sq. 

7. Q.B.toadv.K.Kt.4th8q. 



BLACK. 

The same. 

Qneen to B. 8d sq.* 
The same, or ( A ) 
Q. Pawn 1 sq. 
K. Pawn takes P,tor(B) 
Q. Pawn takes P. \ 
Queen to her Kt 3d sq.^ 



and slightly-examined Game. The reader will be able to choose^ when 
I come to treat on this species of game, that defence which he con- 
ceives most safe. The error of the Black in this game the Modenese 
and Lolli conceive to begin at the third move : the opinion of these ex- 
tremely accurate writers is so justly entitled to respect, that were H not 
for the very strict examination which I have given to the defence 
against this opening, I should have great hesitation in pronouncing tlieni 
wrong. The reader will find the defence of the Modenese examined 
among the Miscellaneous Games in this Treatise.— 

* This is bad play on the part of the second player ; queen's Im^ 
to bishop's third square is the proper move. 

t The great mistake of the Black consists in taking the advemi/t 
pawn with that of his king, instead of taking with his bishop. 

X If the queen play any where else, the White will equally take tbe 
pawn with his knight. 



I 
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WHITE. BLACK. 

8. Knight takes adv. K. P. Q. Bishop to K. 8d sq> 

9. Kt takes adv. K. B. P. King takes Kt. 

10. Book takes Q. B. Queen takes R. 

11. Q.toad.K.R.4thsq.chg. K. Kt. Pawn interposes. 

12. Qneen to K. B. 3d sq. checking, winning the Q. and 

the game. 

Variation (A) 

9. • Queen to K. Kt. 3d sq. 

4. K. to Kt. and R. to B. sq. Queen takes adv. K. P.t 
5« B. takes adv. K. B. P. chg. 

If the King takes the B. the Q. will be lost, therefore. 

King moves to his 2d sq.J 

6. Rook to K. sq. Queen to adv. K. B. 4tb sq. 

7. Rook takes adv. K. P. chg. King takes B. 



t 

* If the Black had taken the adversary's queen's knight's pawn with 
his qneen, the White, by playing knight to queen's third square, 
would have won the queen by discovering check. 

f In this g^e the principal mistake of the Black consists in taking 
the adverse king's pawn with hb queen ; the playing queen to king's 
bishop's third square at the third move is not good, for although it may 
not perhaps absolutely lose the game, it is, however, a useless move, 
which gives the adversary more time to bring his pieces into play. 
. t If the king had retired to queen's square, the White should take 
the adverse king's pawn with his knight. 
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WHITE. BLACK. 

8. Q. PawD-2 sq. Queen toK. B. 3d s^. 

9. K. Kt. to ad. Kt. 4th sq. chg. tting to Kt. 3d sq. 

10. Queen to her 3d sq. chg. K.toR.4thsq.asthebeitniovcf. 

11. Kt. Pawn 2 sq. White giving mate the follbwiog move* 

(B) 

5. K. Bishop to Q. Kt. 8d sq.* 

6. Q. Pawn takes adv. K. P. Q. Pawn takes P. 

7. Q. B.to adv. K. Kt. 4th sq. Queen to her 3d sq. 

8. Knight takes adv. K. P. Queen takes Q.t 

9. B. Ukes adv. K. B. P. chg. King to B. sq. 

10. Rook takes Q. White having a game won hy its nature* 



Eighth Game. 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

* If the Black, at his fifth move, instead of retiring the attacked 
bishop had taken with it the adversary's queen's pawn, the White will 
take the bishop with his knight ; and, on the Black retaking with his 
pawn, the White must advance his king's pawn one square, being able 
to recover the two pawns in a few moves, with a game certainly oot 
inferior. 

t If the Black, instead of taking the adverse queen, had advanced 
king's bishop's pawn one square, the White would have given chedi 
with his queen at adversary's king*8 rook's fourth square. 



a. K.B.toQ.B.4thsq.|^ 
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WHITB. BLACK. 

2. K. Knight to B. 3d sq. Q. Pawn 1 sq.*' 

Q. Bishop to adv. K. Kt. 
4th sq. or (A) 
4. K.toKt and R. to K.sq. K. Knight to B. 3d sq. 
6. Q. Pawn2sq. K.P. takes P.f or (B)or(C) 

6. K. Pawn 1 sq. Q. Pawn takes P. 

7. K^.takesad.K.B.P.chg. King to his 2d sq. 

6. Knight takes adv. K. P. haying a much better game. 

Vabiation ( a ) 
a. K. R. Pawn 1 8q.t 

4. Q. B. Pawn 1 sq. K. Knight to B. 3d sq.§ 

5. Q. Pawn 2 sq. K. Pawn takes P. 

€. K. K^ht takes P. Knight takes adv. K. P.|| 



* For the objections to this move, see the Letter of the Modenese, 
on the Book of M. Philidor.-rllt/. 

f The ^reat mistake of the Black begins at this move ; he should 
have played qneen's knight to queen's second square. 

X Iff instead of this move, the Black had played king's knight to 
bishopTf third square, the White would have at least gained a pawn 
bj advancing his knight to adversary's king^s kni^t's fourth square. 

§ If the Black had placed his queen's bishop at adversary's king's 
faui^t's fourth square^ the White would have gone with his queen 
to her kni^t^s third square. 

H The mistake of the Black, in this Variation, consists in taking 
the pawn with his knight; it would have been better pky to move 
kin^fs bishop to ting's seaond square. 

L 
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WHITE. BLACK. 

7. K.B.take»adT.K.B.P.€bg/ King takes B. 

8. Queen to tAv. K. R. 4th sq. checkings and whatever the 

Black plays the White will recover his piece with a 
belter game. 

(B) 

5. •••• Q. Bishop takes adv. K. Kl. 

6. Queen lakes B. K. PlRva takes adv. V.f 

7. K. Pawn 1 aqL Q. Pawn Udcts P. 

8. Q. to Kt. 3d sq. threaten-N 

ing to give mate in two \ Queen to her 2d sq. 
moves. J 

9. Queen takes adv. Q. Kt. P., Queen to B. 3d sq. 

10. K. Bishop to adv. Q. Kt. 4th sq. having a vrinning game. 

(C) 

5. Q. KnijghttoB. 3d8q. 

6. K. B. to adv.Q. Kt. 4A sq. Q. B. takes adv. K. Kt.t 

7. Queen takes B. K. Pawn takes Q. P. 

8. K. Pawn 1 sq. Q. Pawn takes P. 

9. Bishop takes Kt. checking. Pawn takes B. 

10. Queen takes doubled P. Q. Kt. to Q. 2d sq. covei^ 

checking. 3 the check. 

11. Rook takes adv. K. P. checking, and if the Bishop cows 

• The mistake of the Black, in this Variation, 
move. 

t The mistake of the second player commeaceB here^; he Ihoali 
have retired the queen's bishop to queen's second squari. 
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the check, the ft. by moving to adv. Q. 4th »q. will gain 
a |MWD, With whicli, by playing pfopefly, the White 
will win. 



Ninth Game. 

BLACK. 

The sam^. 

K. Bishop t6 Q. 3d sq> 
K. Knight to B. 3d sq. 
If the K. P. take the adv. 
^. P. the White, by ad- 
vancing his K. P. will 
gmn a piece; therefore, 
K. KU takes K. P. at (A) 
K. Bishop to Q. B. 4th sq. 
IC. Bishop takes B. P. chg. 
£. to Kt. and R. to B. sq. 
K. Bishop to Q. B. 4th sq. 



• The error of the Black, in this game, commences at this move, 
for bringing the king's bishop to the queen's third square, with a view 
of defending the king's pawn, not merely keeps tjie queen's pawn at 
borne, bat also prevents the queen's bishop from coming into play. 

l2 ^ 



#lj[l'fjS. 

a. K. fiLnight to B. 3d sq. 
3. K. Bishop to Q.B.4tiisq. 



4. Q. Pawn 2sq« 



^. Q. Pawn takes K. P. 

6. Q'ae^ to adv.^Q. 4th sq. 

7. King to bis 2d sq. 
0. Queen takes Kt. 
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WHITE. BLACK. 

9. K. Knight to adv. K. ^ K. Kt. Pawn 1 sq. to pre- 
Kt. 4th sq. i vent the mate. ' 

10. K. Rook to B. sq. and White must win. 



Vabiation ( A) 

4. • Q. Knight to B. dd sq. 

5. Q. Pawn takes K. P. Q. Knight takes P.* 

6. Knight takes Kt. Bishop takes Kt. 

7. K. B. Pawn 2 sq. K. Bishop to Q. dd sq.f 

8. K. Pawn 1 sq. Queen to K. 2d sq. 

9. K. to R. sq. and R. to K. sq. K. to Kt. sq. and R. to K. sq. 
10. Q. Bishop to Q. 2d s^. White having a game won by its 

nature. 



* If the Black, at his fifth move^ had taken the pawn with hii 
king's bishop, the White should advance his king's knight to adva> 
saiy's king's knight's fourth square, afterwards pushii^ his king's 
bishop's pawn two squares. 

f If the Black, at his seventh move, instead of retiring his bishop, 
had taken the adversary's king's pawn with his kni^t, the White 
should immediately move his queen, to adversary's queen's fourth 
square, having nothing to fear from the adverse queen's, cheeking tt 
king's rook's fourth square. 
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Tenth Game. 



WHITE. 

1. E. Pawn 2 sq. 

2. IL Pawn takes P. 

3. Q. Pawn 2 sq.* or (A) 

4. Q. Bishop to K. 3d sq. 
6. Q. Kt. to B. dd sq. 

6. Qneen takes Q. 

7. Q. Rook to B. sq. 



BLACK. 

Q. Pawn 2 sq. 

Qaeen takes P* 

Q. to adr. k. 4fh sq. chg. 

Q. Bishop to K.B. 4th sq. 

Queen takes Q. B. P.f 

Bishop takes Q. 

Bishop to K. B. 4th sq. 



8. Q. Knight to adv. Q. 4th sq. hating a much better 
game. 

Vabiation ( A ) 
8. K. Knight to B. dd sq. Q. B. to adv. K. Kt. 4th »q. 

4. K. Bishop to K. 2d sq. K. Pawn 2 sq4 

5. K. R. Pawn 1 sq. Q. Bishop to K. R. 4th sq. 



• Qaeen's l^night to bishop's third sqaare is the best move^ as it 
brings ;R piece into play and forces the adverse queen to retire. '(Ed.) 

f The great error of the Black consists in taking the the adversary's 
queen's bishop's pawn with his queen ; it is not, however, a good 
move to play the queen's pawn two squares after the first player has 
poshed^ at his first move^ the king's pawn two squares. 

X The mistake of the Black, in this Variation, is in pushing his king's 
pawn two squares; instead of advancing it only one. 
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WHITE. BLACK. 

6. K. Knight takes K. P, Queen takes Kt. or (B ) 

7. King to R. sq. and R. to K. sq. White having a game won 

by its nature. 

(B) ' 

6. Queen take«iiC.Kt,f. 

7. ftook to K. B. sq. Bishop lakes B/ 

8. Queea,asthebetterinove| ^ 



takes the B. S 
9. Queen to adv. Q. Kt. 4th 
sq. checking. 

10. Queen to her B. 4th sq. White having a better game. 



} 



K. Bishop to K. %d sq. 

King, as his best moT^ goes 
to B. sq. 



Eleventh Game. 

WHITE. BLACK. 

1. K. Pawn 2 sq. Q. Kt. Pawn 1 sq. 

2. Q. Pawn 2 sq. Q. Bishop to Q. Kt 2d sq. 

3. K. Bishop to Q. 3d sq. Q. Kt. to B. 3d sq. or (A) 

4. Q. Bishop to K. 3d sq. K. Kt. Pawn 1 sq. 

5. K. B. Pawn 2 sq. K. Bishop to Kt. 2diq. 

... . ■ ■ ■ I. I I I.I I ■ m i l M l i iw ii I 

* If the Black, at the seventh move, had i«tired his hkb^f t0 
king's knight's third square^ the White maid then have ftaytd kiig's 
bishop to its third square. 
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WHITE. BLACK. 

6. K. Knight to B. 3d sq. The same. 

7. Q. B. Pawq 2 sq. K. to Kt. and R. to B. sq. 

8. Q. Knight to B. 3d sq. and the White^ by castling 

on his Q. side, can advance his Pawns on the 
adverse K. on account of which this cannot be a 
fiAVoarable opening to a game. 

Vaeiation ( a ) 

3 K. B. Pawn 2 8q. 

4. K. Pawn takes P. Bishop takes K. Kt. P. 
^ Q. to adv.K. R.4th sq. chg. K. Kt. Pawn 1 sq. 

6. Doubled Pawn takes P. K. Koight to B. 3d sq. 

7. Pawn takes adv. K. R. P. ^ 

discovering check from V Knight takes Q. 
theQ. 3 

8. K. Bishop to adv. K. Kt. 3d sq. giving checkmate. 



The Anonymous Modenese now commences with the 
games from the Queen's side; he begins with the Qneem's 
Gambit, and instructs the first player how to benefit by 
the second player's mistakes* 
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Queen's Gambit. 

Showing the proper method of taking advantage when 
the second player commits the mistake of defending the 
Gambit Pawn. 



WHITE. 

1. Q. Pawn 2 sq, 

2. Q. B. Pawn 2 sq. 
8. K. Pawn 1 sq.* 

4. Q. R. Pawn 2 sq. 



6. K. B. takes doubled P. 



BLACK. 

The same. 

Pawn takes P. 

Q. Kt. Pawn 2 sq.f 

Kt. Pawn takes P. or(A) 

or ( B ) or ( C ) 
Q. Bishop to Q. 2d sq. 



6. Queen to K. B. 3d sq. and Black must lose his Q. 
R. to prevent the threatened mate. 



Variation ( A ) 

4. • Q. B. Pawn 1 sq. 

6. R. Pawn takes P. Q. B. Pawn takes P. 

6. Queen to K. fi. 3d sq. winning a piece. 

(B) 

4. Q. Bishop to R. dd sq; 



It is bettor play to advance this pawn two squares, 
t The Black plays ill ; he should have advanced his king's pawn two 
squares. 
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f 

WHITE. BLACK. 

K R. Pawn takes P. Bishop takes P. 

I. Q. Knight to B. 3d sq. Bishop to R. dd sq * 
r. Rook takes B. Knight takes R. 

L Queen to R. 4th sq. checking, &c. 

(C) 

I. # . • . Q. Bishop to Q. 2d sq. 

R. Pawn takes P. Bishop takes P. 

5. Q. Kt. Pawn 1 sq. Queen to her 4th sq. 

7. Q. Kt. Pawn takes P. Q. Bishop takes P. 

B. Queen to R. 4th sq. checking, winning the B. &c. 



The following games are not much played ; indeed, the 
penings from the Queen's side admit of little variety, 
rhe Anonymous Modenese gives no examples on playing 
he Queen's Bishop's Pawn two squares, it is only a 
pecies of the King's Pawn one game. 



* If the Black, at his sixth move, instead of retiring his bishop, 
aad defended it with his qaeen's bishop's pawn, the White should 
immediately take the bishop with his knight. 
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WHITE. BLACK. 

1. Q. Pawn 52 sq* The same. 

2. Q.B.toK.B.4thsq.or(A) The same. 

3. Q. Knight to B, Sd sq. The same. 



4. K. B. Pawn l sq. ^ 



Q. Knight to ad?. Kt 4tb 
sq.* or (B) 

6. K. Pawn 2 sq. Q. Pawn takes P. 

6. K. B. Pawn takes P. Q. Bishop tp K. Kt 8d sq. 

7. Q. R. Pawn l sq. Q. Knight to B. 3d sq. 

8. K.B. to ad. Q. Kt. 4th sq. Qaeen to her 2d sq. 
D. Q. Pawn 1 sq. Q. R. Pawn 1 sq. 

10. Q. Pawn takes Kt. Queen takes Q. checkbg. 

11. Rook takes Q. R. Pawn takes B. 

12. Pawn takes adr. Q. Kt. P. White, having a mack 

better game. 

Variation ( A ) 
2. Q. Knight to B. 3d sq. Q. Bishop to K. B. 4th sq. 
8. K. R. Pawn 2 sq. K. Pawn 1 sq.f 

4. K. Pawn 2 sq. having a game won by its nature. 



* The error of the Black, in this Variation, consists in ad?aociii|Ui 
queen's knight to adversary's knight*s fourth square ; he should liftft 
moTed king's knigjbt to bishop's third square. 

t The Black loses the game b^ this move ; hd should have totimt 
either his king's rook's pawn or his queen's bishop's paws out fqiBini 



GAME OF CHESS. 



(B) 

WHITE. BLACK. 

I, ..fi.^.fy**.....*...... K.Pawnlsq* 

h Pwn 99q. Q. Pawn takes P.* 

hTL^ P^fTD takf 8 P. Q. Bishop to K. Kt. 8d i q. 

r. K. B. to adv. Q. Kt. 4tb sq. K. Kn^ht to K. 24 M|. 

I. Q. PavD 1 «q. Pawn take3 P. 
K K* Pnwp vetakesy &c. 



WHITB. 

L. Q. B. Pawn 1 gq.f 
U K. Pawn ^ sq. 
I. Qaeen to B. 2d sq. 
U K. Kmgbtto B. 8d sq. 



BLACK. 

K. Pawn 2 sq. 
K. Kt. to B. Sd sq. or (A) 
E. Bishop to Q. B. 4th sq. 
K. Kt. to adr. Kt. 4th sq.lt^ 



* The mistake of the Black, in this Variation, is at this move ; he 
>iild have retired his bishop to king's knight's third square. 
I- Tkiti is » siBgnlar move, the game may, however, be considered 
aflMitauMiig to the ling's side, for, were the moves to be transposed^ 
. king's pawn two squares, at the first, instead of queen's bishop's 
nvone square, the game would be reduced to one of the coomioa 

: Tba error of the l^ack begjus here ; for, b j moving this knight, 
allows the White to bring his pawns in the centre : he oug^t either 
■fve qoevn'afawn*OBie sqaaoa or qoeen's knight to bishop's third 
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TREATISE ON THE 



WHITE. 

6, Q. Pawn 2 sq. 

6. Q. B. Pawn retakes 

7. Q. Knight to B. 8d sq. 

8. K. R. Pawn 1 sq. 

9. Q.B.toadv.K.Kt.4thsq. 

10. K. Pawn 1 sq. 

11. K. Kt. takes doubled 

P. 3 

12. Q. Kt. Pawn takes B. 

18. K. Bishop to K. 2d sq.|^ 

14. Q.to adv.K.R.2d sq. chg. 

15. Q. to adv. K. R. sq. chg. 
16* Q.takesadv.K.Kt. P. 

17. K.B.toadv.K.R.4thsq. 

18. Q. B. Pawn 1 sq. White 

nature. 



BLACK. 

K.P. takes P. ali best move. 

K.B.toad.Q.Kt.4thsq.chg. 

K.to Kt.sq.and R.toB.sq.* 

Knight to K. B. 3d fq. 

K. R. Pawn i sq.f 

R. Pawn takes B. 

K. Bishop takes Kt, chg. 

as hid best move. 
Rook to K. sq. 
Knight to Q. 4th sq. as the 

best move. 
King to B. sq. 
King to his 2d sq. 
Rook to B. sq. 
Queen to K. sq. 
having a game won by its 



square. It is necessary to observe that these two pawns occupying the 
centre of the board contribute greatly to the Black's losing the 
game, as they not only prevent his bringing him pieces into play but 
also allow the White an open game. 

* If the Black; at his seventh move^ instead of castling, bad played 
his queen's pawn one square^ the Black would have given check with 
his queen at rook's fourth square. 

t If the Black, at his ninth move, had pushed his queen's pawn 
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Vabtation ( A ) 

WHITB. BLACK. 

3. ; K. Bishop to Q. B. 4th sq. 

3. K. Knight to B. 3d sq. Q. Pawn 1 sq. 

4. K. Bishop to Q. B. 4th sq. K. Knight to B. 3d sq. 

5. K. to Kt. sq. and R. to B. sq. Knight takes K. P. 

6. Queen to R. 4th sq. chg. Q. Bishop to Q. 2d sq. 

7. K. B. takes K. B. P. chg. King takes B. 

8. Queen takes Kt. Q. Bishop to its 3d sq. 

9. Queen to her B. 4th sq. checking, having a game won by 

its nature. 



one square, the White should, notwithstanding^ have advanced his 
king's pawn. 

* The Black plays ill here; he shoald have castled or moved 
queen's kni^t to bishop's third square. 
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TXEATISE ON TOE 



The following 6ai&es are given by the Anonymous 
Modenese with a view of enabling the second player to 
take advantage when his adversary miscondocts the attack 
which the first move gives. Black moves first. 

First Gamb. ^ 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2. Kr Knight to B. 3d sq. Q. Kt. to B. 3d sq* 

3. K. Bishop to Q.B. 4thsq. The same. 

4. Q. B. Pawn l sq. K. Knight to B. 3d sq. 
fr. K^toKt.andR.toKrSq«t Th^ Mime. 

6. Q. Pawn 2 sq. K. Pam takes* P.^ 

7. K. Pawn l sq.{ K.Kt. to ad. K. Kt. 4th sq. 



* This is certainly a better method of defending the king's pawn 
than moving the queen's pawn one square, as Lopez^ who is followed 
by Philidor, does. 

t If the Black, at his fifbh move, instead of castling, hadmoTcd 
king's knight to adversary's knight's fourth square, the White should 
castle with his king at knight's and rook at bishop's square. 

I If the Black, at his seventh move, had taken the doubled pawn 
with his bishop's pawn, instead of advancing his king's pawn, the 
White should (as his best) move king's bishop to adversary's queen's 
knight's fourth square, threatening to win the adversary's king's pawn ; 



OAME Of CHBSS. 



i5d 



bulCK. white. 

8. Q.&.P.takeBdeabledP.* Q. Knight tdtes P. 

9. King's Kt. takes Kt. Qaeen toady. K.R. 4th sq. 
1<K K. R. Pawnl sq. or (A)t Q. takesK.B.P. checking. 

11. King to R. sq. Qaeen to ad. K. Kt. 3d sq. 

r Bishop takes Kt. threat- 

12. K. R. Pawn takes Kt.-^ ening mate with the Q. 

^ at adv. K. R. 4th sq. 

13. Q. Bishop to K. 3d sq.j: jBishop takes K. P. 

14. King plays to Kt. sq. ^ K. Bishop to adv. Q. 4th 



as his best move. ) sq. and White will win. 

Vabiation (A) 

10. Q. Bbhop to K. 3d sq. Queen takes R. P. checking. 

11. King to B. sq^ Q. to adv. K.R. sq. checking. 



bat ify instead of this, the Bl«ck had advanced, at his seventh move, 
king's knight to sdiwrsiBtfyV knight's fourth square^ the Wbitb moM 
then have advanced hb queen's knight to its king's Iburdi sqnan^ 

* The error of the Black commences here ; he should have played 
qnnen*i bighop ta a J^ e ranr y^a king** kn^ht's ficym lb square. 

f If the Blacky at his tenth move, had retired the king's knight to 
hiakte^ third squowy instead of moving his nook'is pawn, the White 
OTuM hKn- mated him in three aioves. 

t H thA BMky at his tyrtteentk move, had taken die bishop witJl 
his queen^ the White should not inmiediately take the rook with his 
qiiBe% boe ought &»t to give Check at the adversaff's king's rook's 
fimith ] 



t 

1^ TREATISE 

BLACK. 

12. King to his 2d sq. 

13. K. Rook to Kt. sq. 

14. King takes Kt. 

15. King to Q. 3d sq. 



ON THE . 

WHITE. 

Queen takes adv. K. Kt P. 
Knight takes Q. B. 
Rook takes K. P. checking. 
Queen takes K. B. P. having 
a game won by its nature. 



Second Game. 



BLACK. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. Bishop to Q.B.4thsq. 

4. K. Kt. to adv. Kt. 4th sq. 

5. K. Pawn takes P. 

6. Queen to K. B. 3d sq.f 



WHITE. 

The same. 

Q. Knight to B. 3dsq. 
K. Knight to B. 3d sq.* 
Q. Pawn 2 sq. 
K. Knight takes P. 
Queen takes Kt. 



* The White plays ill here; he should hare moyed king's Inshop to 
queen's bishop's fourth square, as shall be shown in a Variation to the 
first game on the regular defence against the advantage of the iint 
move. 

t The error of the first player commences here ; he should have 
moved queen's pawn in order to defend his king's knight. If the 



OAMB OF CHESS. 



tLACK. WHITE. 

. Bishop takes Kt * Q. Kt, to adv. Q. 4th gq< 

» Q. takes ady.K.B.P.chg. .King to Q. sq. having A 
game won by its nature. If-' the Blacky with the 
iriew of defending the two attacked pawns> should 
• retire his bishop to king's foorth sqnare^ the White 
would immediately move his qoeen's bishop to king's 
. /thvrd sqaate, attacking adversary's queen $ if« how- 
eterythe Black should move his king to queen's 
square^ the White will check with his bishop at 
adversary's king's knight^s fourth square, and on 
the Black interposing his pawn^ the White^ by re- 
tiring his bishop to rook's fourth square, will win 
the advers<^ queen. 



Third 6amb. 

BLACK. WHitB. 

,K. Pawn 2 sq. The same. 



:kf at his sixth move, had taken the adversary's king*s bishop's 
B with his knight, the White should retake with his king, as he 
be able to maintain the advantage. 

If the Black had taken the knight with his queen^ instep of the 
op» the White wonld play qneen's bishop to kingfs third square. 



Ida 



TRSAUSE ON tVB 



BLACK. 

2. K. Knighl loB. adaq. 

5. &.B:taadv«Q.Kt.4tbtq. 
4. K. Biilioi^takesKt. 

6. K.KaiglittoiU4dicq«y 

a» the best mo¥6« ^ 

7. Queen lak(98 



WHITE. 



Q. Knight leB.:Sdi%^ 
Q.B^Pmm ie%4irCA) 
Q« Pa#ntakei lt« 
Q. toedt^Q. 4tli«% 

Q; iSighop takes Kt. 

Kt. to B« ad sq. WUte 
baidiig bj no aeoas sd 
inferior game. 



Variation (A) 



3. • • 

4. Bisbop takes Ktf 

5. K. Knight takes P.J 

6. King takes B. 



K. Bishop lo Q. B« 4th sq. 
Q. Pawn takes B. 
B. takes adv. K. B. P. chg. 
Queen to adv. Q. 4th sq.chg. 



* Thb move has been reprobated by Rui Lopez, who opposes to it 
king's bishop to adversary's queen's kiiii^t's fourth square; how hi he 
has succeeded in proving the move to be bad, die reader may judge by 
this g^e and the following Variation. 

t If the Blacky instead of taking the kni^t with his hisbsi^ faui 
moved queen's bishop's pawn one square, the White should f% 
queen to king's bishop's third square, and, in case the bishop AoaV 
then take the knight, the queen niust retake, foroing the BlaA eitlisr 
to advance his queen*s pawn, or to take the adverse kingV pa^m'nidi 
knight. 

i If the Black, at his fifth move, instead of takwg the adveiBiHj'i 
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Fourth Oamb. 



wmmu 



U Singes Pnvn 3 sq. ^ Theiame* 

%i K. Knight lo B. 3d gq. Q. Knight to B. 8d s^. 

% K. B. to Q. B. 4ih sq. The same. 

4. Q. Kt. toB. 3d sq. or(A) K. Knight to B. 3d sq. 

lb KiKt toftdv. Kt. 4tbsq.* K. to B. and B. to B. sq. 

e. Kt. takes K. B. P. chg. Rook takes Kt. 

% Bishop takes R. Qneen to K. B. sq. 



9. If the White King, 
take the Bishop he J 
will be mated in four \ Q. Pawn 2 sq. 
BoveSy therefore K. | 
moves to B. sq. J 
16. K. Bishop to K. 2d sq.f Q. Pawn takes K. P. 



kiiifs pawn, bad plajed his queen^s bishop's pawn one square^ tb« 
^klaU should then pla^ his queen to adversary's queen's third squaiy; 
wai, fUboM the Black take the king's pawn with hit knight, the White, 
hjlaktogthe adversary's king's pawn with his queen, would lemaia 
witb a better game- 

This moYe it not well plajred on the part of the Black ; he should 
iMfvcasiled. 

t If As Blad^al hit tenth move, had taken the queen's pawn with 

m2 




K. Bishop takes ad?. K. B. 
P. checking. 
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TBaBATiSEONt^^^ 



BLACK. WHITE. 

11. Q. FawD 1 sq. ' . K.B^^o adv^K. B. 4th sq. 

12. King to Ki. sq. Q. to ber B. 4th sq. chg. 

13. Q. Pawn interposes. Q. Knight takes^F.* 

14. Q. Bishop to K. 3d sq. Kt.tdadv: K.B.3diq«Glig. 

15. King to B. sq. as his ) -Qneen takea B. threaten- 
best move. 3 ingmate» 

16. tp adr» Q» sq> cbg^ Knight to its sq. 

Qoeen to adv. K. Ktsq. 

checking. 

18. K. R. must take the Q. Knight takes .P. giviflg 

checkmate. 



17. Q. Knigljt toQ. sq. ^ 



Variation (A ) 

4. K. to Kt. and R. to K. sq. K. Knight io B. Q^mq. 

5. K. Kt. to adv. Kt. 4ihsq* K. to R. and U. to B. tq. 

6. Knight takes K. B. P. chg.f Rook takes Kt. 

7. Bishop takes R. Queen to fi, B. sq. 

8. K. Bishop to Q. B. 4th ^. K. B. takes adv. K. B. ^ c^;. 

his pawn^ the White should then have played queenVhishopto 
sary'ft king's knight's fourth square^ making an attack similar Uyi^ 
in Game the Fifth, Variation (B) page 140, where the * White has jdr^ 
first move. 

* The Black plays ill here ; the attack is premature. 
• t If the Black, at his siith move, had taken the huht^t paim 
with his hbhop^ the White should move his king*8 rook's pawnw 
square^ 
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BLACK. WHITE. 

r KtKliigbtto'a4ir.Kt.4thsq, 
Kfng'takes B. - < disccrv^ring and' giving 

C check. 

K King to Kt sq. . Queen to adv. K. B. 2d sq. chg. 

King to R.^sq. Queen to adv. K. R. 4tli sq. 

winning the game. 



Fifth Game<» 



BLACK. WHITE. 

.. K. Pawn i sq, 'the sam^. 

C K.Bishop to Q.B. 4th sq. K. Knight to B, 3d sq, 

\. Q. Knight to B. 3d sq. K. B, to Q. B, 4th sq. or(A) 

u K. Knight to B. 3d sq, Q, to K* 2d sq. or(B) or (D) 

u K. Kt. to adv. Kt 4th sq.* K. B. takes K. B. P. chg. 

L King takes B.f Queen to B. 4th sq. chg. 

^ Q. Pawn 2 sq. Queen takes B. 

I. Q. Pawn takes K. P. Q. to her B. 4th sq. chg. 



The bad play of the Black commences here; he should haye 
ided. 

f If the king had not taken the bishop, the White, by castling 
;h his king at the knight*s square and rook at the k|itheip*s square^ 
uld still have had a superior game. 



106 TREATISE ON THE 

BLAOL WHITE. 

9, Q. Bishop to K« Sd iq. Queen takes doobled P. 
10. Q. iober4ihsq. K. to Kt. aad R. to K. s^ 

White having a game 
wonby its natoro; 

Vabiation ( a ) 
8. Knight takes K. P. 

4. Knight takei Kt. Q. Pawn 2 sq. 

5. K. Bishop to Q. 3d sq/ Pawn takes Kt. 

6. Bishop takes P. K. Bishop to Q. B. 4tb sq. 

7. K. Knight to B. 8d sq. K. B. Pawn 2 sq. forcuig a 

piece. 

(B) 

4. • Q. Pawnlsq. 

6. K.Kt.toad.Kt.4thsq.tor(C) K. B. takes adv. K.B. P.ckg. 
6. If the King take the B.- 



the White Kt. will give ^ 
check at adv. Kt. 4th | 
sq. afterwards taking/ 
adv. K. Kt. therefore, 
K. moves to B. sq. 



K. to B. and R. to B. sq. 



* The mistake of the first player commences here ; he should have 
taken the adverse queen's pawn with his bishop, and on the While 
queen's retaking, Black should have brought his queen to king's bishop^s 
third square, in order to defend his knight, which piec^ it weald ! 
been bad play to retire. 

t The error of the Black begins at this move. 
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BUbCK. . WHRB. 

7* Kt. td^es adKr. K,B, P.clig * Rook takes Kt. 
a Ksbop tabef &. Q. B. to adv; Kt 4tk iq. 

9. Q. Koigkt to K. 2d sq. Koigbt td^et tdv. K. P. and 

Wkite must win. 

(C) 

5. K.toKl.aMdB.toB. sq. K. to R. and to iq» 
«. K. KL to adT. Kt. 4tk sq^ Tke same. 

7. Kt takes adr. K« B. P. chg. Rook takes Kt. 

8. Bishop takes R. Queen to adv. K. R. 4th sq. 

having a winning game. 

4. p • K. Knight to adv. Kt.4tb8q4 



* If the Blacky at his seyenth move, had taken the bishop's pawn 
widi his bishop instead of the knight, the White, bj redring his king's 
bishop to adversary's king's rook's fourth square, would have a mnch 
liner game than his adversaiy. 

t The mistake of the attacking player in this, as also in the 
preceding Taiiadons, proceeds from supposing that the adversary's 
kiBf^s bishop's pawn can be taken by die knight with safii^, where- 
as sndb a move cannot be ventured without risk, or, to ^eak 
properly, without losing the game. 

t It is necessary to remark, that in playing knight to adversary's 
kttilgbt's fourth square, the Black does not play ill; the difference 
between this and the preceding Variations, consists in the first player's 
queen's pawn being at home; fpr it may be observed in the preceding 
Vaiiadons, that when the first player moves his king's knight to the 
White's knight's fourth square, the queen's pawn has been always ad- 
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TREATISE ON THE 



BLACK. 

5. K. to Kt. and R. to B. sq, 

6. K. R. Pawn 1 sq. 

7. R. Pawn takes Kt 

8. Knight to R. 2d sq. | 

9* vRook to K. sq, 
10. King to R, sq. 



WHITB. 

Q. B. Pawn 1 sq. 
K. R. Pawn2sq. 
Pawn takes P. 

Queen to adv. K. R. 4th sq. 

threatening to give mate. 
Q. t^esadv.K. B. P. chg. 
Rook takes Kt. checking^-and 

Q. will mate. 



Sixth GAMB.f 



BLACK. 

1. K. Pawn 2 sq. 

2. K. B. to Q. B. 4th s<). 

3. Queen to K,. B. 3d sq.j: 

4. Queen to K. Kt. 3d sq. 



WHITE. 

The same. 
Th6 same. 

K. Knight to B. 3d 8q« 
K. to B. and R. to B. sq. 



vanced one square, which enables the White to take the advenarj^s 
king's bishop's pawn with his bishop. 

* The Black loses the game by this move ; he should have advanced 
his queen's pawn one square. 

t ^ee the Seventh Game where the White has the move, p. lidi 
Variation (A) from which this is derived. 

I Tl)i^ n^ove is not good ; the attack being premature, 



GAME OF CHESS. iQf^ 

WHITE. BLACK. 

5. Queen takes adv. K. P.* K. Bishop takes ady;B. P. 

giving cheeky and White 
h^ a much better game^ 



Seventh Game. 

BLACK. WHITB. 

1. K. Pawn 2 sq. The same. 

2. K. Bishop to Q.B. 4th sq. The same. 

3. Q. to adv. K. R. 4th sq.f Queen to K. 2d sq. 

4. Q. Kt. toB. 3d sq.or (A) K. Knight to B. 3d sq. 

5. Q. to adv. E;. Kt. 4th sq. Q. B. Pawn 1 sq. 

6. Qneen takes K. Kt. P4 Rook to Kt. sq. 

K. Bishop takes adv. K.B. 

P. checking, or ( B ) 
8. King takes B. Knight to adv. Kt. 4tb sq. 

winning the Q. 



7.' Q. to adv. K. R. 8d sq.^ 



* The great mistake of the Black is at this move, as the king's i«wn 
cannot be taken with safety ; he should have moved his king's knight 
out. 

t This is not a good move, as the attack is premature. 

} The principal error of the Black consists in taking this pawn; he 
should either have advanced his queen's pawn one square, or brought 
out king's knight to bishop's third square. 
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¥auatk>n(A) 

IIUICK. WHITX. 

. 4U IL Knight to B. ad sq. Q. Pawn 1 sq. 
^ K. Kt. to «dy. Kt. 4th sq. K. Knight to B. 8d sq. 
«L K. B. takes K. B. P. chg.^ King to Q. sq. 
% Qi&een to K. R. 4th sq.f Rook to B. sq. 
<l K. Bishop to Q. B. 4th sq. Knight takes K. P. White 

having a game won bj iU 

nature. 

(B) 

7. Q. Pawn 2 sq. 

If the Pawn take, or the^ 

B. retire, the Q. is lost, > K. Bishop takes B. P. chg. 
for 3 
P. The K. moves anywhere.^ Rook moves to Kt. 3d sq. 

winning the adv. Q. 



* The mbtake of the Black commences here; he should havg taken 
the pawn with his queen, upon which the White, by exchan^g queens 
and afterwards on the bi8hop!8 checking, moving king to its saccMi 
square,, would have vemained with a game not inferior to his adver> 
saiy's. 

t If the Black had moved his queen to any other square^ tile 
Whtta would have moved his kin^s rook's pitwh one square. 

X Had the king taken the bishop, the queen would have been equnl- 
ly lost. 
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KING'S GAMBIT. 

Before the Anonymous Modenese gives the 
regular defence against the Giuoco Piano and 
Queen's Gambit, he proceeds to the eonsidera- 
tion of the GamUt of the King. The opinion 
of Salvio, and almost every respectable writer 
on this game, is that the Pawn given at the second 
move, by the first player, may be successfully 
defepded : such opinion is also entertained by thici 
most celebrated of all players, who confines 
himself merely to the leading defences, without 
going into the many varieties of a game, which 
long practice and great experience had taught 
him to consider unsound. Philidor stands, I be- 
lieve, alone in maintaining that the Gambit can be 
safely played against any antagonist. The Ano* 
nymous Modenese's Letter on Mr. Philidor's 
Book will be useful in setting this matter in a 
clearer point of view, although it may be now 
almost considered unnecessary, as a first-rate 
player when contending with an equal antagonist 
rarely ventures it.^( Ed.) 



TREATISE ON Tffifc 



First Game. 

BLACK. 

1. *K, Pawn 2 8q. 
a* K. B. Pawn 2 sq.* 
.3. K. Knight to B. 3d sq. 

4. K. R. Piawn 2 sq. ^ 

5. K. Kt. to adT. K. 4th sq. 

6. Q. Pawn 2 sq. 

7. Q. B. Pawnlsq.{or(A) 
3.^ Knight to Q» 3d sq. 
9C Qtieen to K. 2d sq.§ 

It). Queen to K. B. 2d sq. 



* Id this and the following games the mistake of the Black is not 
remarked, because it is supposed that his bad play consists in playing 
the King's Gambit at all. 

t The White, at his fifth move^ might also have played king's 
bisliop td kin^s seeoud square. 

^ \ If the Black, at his seventh move, had brought out his queen's 
knight, the White would then have played his queen's bbhop's pawn 
one square. 

§ If the Black had, either at his ninth or tenth move, advanced his 
king's pawn, the White, by taking with his queen's pawn, would, not- 
withatauding, have been able to preserve the advantage of the pawn. 



WHITE. 

The same. 
Pawn takes P» 
K. Kt. Pawn 2 sq. 
K. Kt Pawn 1 sq. as the 

best move. 
K. R. Pawn 2 sq.f 
Queen to K. B. 3d sq. 
Q. Pawn 1 sq. 
K. Bishop to R. 3d s^. 
K. Knight to K. 2d sq«> . 
K. Knight to its 3d sq.- 
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Gertain of maintaining the P. which is given: which 
advantage^ with .-careful play^^^onght to secure the 
game^ 

Varution ( a ) 
black. white. 

7. K. Kshop to Q. B. 4th sq. K. Knight to R. 3d sq. 

8. Q. B. Pawn 1 sq. K. Bishop to Q. 3d sq. 

9. K. Knight to Q. 3d sq. Doubled Pawn 1 sq. 

10. Pawn takes P.* K. Bishop to adv. K. Kt. 3d 

iq. checking, winning the adversary's R. P. with a better 
situation, which method of playing Salvio does not 
notice at the Twenty-first Chapter of his Fourth Book, 
when he pushes Q. P. 1 sq. at the eighth move of the 
¥rbite instead of playing IC B. to Q. dd sq« 



* If the Black, at his tenth move, instead of taking the doubled 
pawn had advanced either the kbg's pawn, or played the queen's 
bishop to adversary's king's knight's fourth square, the White could, 
ncltmtbstanding, have taken the adversary'^ king's knight's pawn, 
having a better arranged game. 
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SSOOND OamB. 

BLACK. WHITB. 

1. K. Pawn 2 sq. The same. 

5. K. B. Pawn 2 iq. Pawn laket^ P. 

9. K. Knight to B. ad iq. K. Kt« Pawn 2 tq. 
4. K. B. to Q. B. 4th sq. K. Kt. Pawn 1 sq* 

6. K.Ktto ad.K.4th8q.or(A) Q. to ad. K. R. 4th sq. ehg. 

6. King to B. sq. K. Knight to 8d iq.* 

7. Q. Pawn 2 sq. Q. Pawn 1 sq. 

8. K. Knight to Q. 3d iq. Doubled Pawn 1 iq. 

9. K. Ki. Pawn takes F.f Pawn takes P. 

10. Qneen takes P. K. Bishop to BL Sd sq. 

ehg. winning thei). and 
the game* 



e Thif move it much better than pUiyiog the knig^ to kag^t 
Wihop^f third square, 

t If the Black, at hie lUDth more, ioeteadl of taking the dtouhleti 
pawn, had advanced his king's knight's pawn one. square, the While 
should retire immediately hb queen to king^s second square^ certain of 
maintaining the given pawn. I say to king's second square, for if the 
White queen had checked at adversary's king's rook's third square, the 
Black, by moving his king to its own square, would have forced die 
qveen to move to rook's fourth square to prevent losing her. The 
losing of the queen u given by Salvio, in the Twentieth Chapter of 
his Fourth Book in a fiur more brilliant manner than that gjtM* 
above. 
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Variation (A) 
. If the Black, at his fifth taovt, had taken the adfersaiyb 
Kiag^a Bishop's Pawn with his Bishop, giving cheeky the White 
aho«M have moved as follow^ : — 



BLACK. 

6. K. B. takes K. B. P. dig. 

6. Kt. to adv. K. 4th sq. chg. 

7. Queen takes K. Kt. P. 

B. Q. to adv. R. 4th sq. chg. 
9. K. Knight to adv. B. 2d 
sq. attacking the R. 

10. Q. to adv. K. 4th sq. chg. 

11. Qoeen takes R. 
IS. Q. Pawn 1 sq.« 



WHITS. 

King takes B. 
King to his sq. 
Queen to K.B.9dsq. 
King to his 2d sq. 

Qneen takes Kt 



Queen to K. 9d sq. 
K. Knight to B. 3d sq. 
Q. Kt. to B. dd sq. thre«le»- 
hig to move the K. to B. 2d sq. and afterwards K. B« !to 
Kt 2d sq« and win the Q. 



• If the Black, at his twelfUi move, had advanced his qaeeals 
koi^t's pawn one square, and afterwards his queen's bishop tokni^'^j 
Moond aqumre, the White should have played queen'« knight to bishops 
thifd square, afierwaids placing it at king's fourth square. 
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Third Game. 



BLACK. 

1. K. Pawn 2 8q« 

2j, k. B. Pawn i sq. . 

3. K. Knight to B. 3d sq. 

4. K. fi.to Q.l3.4thsq. 

5. K. Knight to adv. K 

4th sq. or (A) 



6. Knight takes Ki. P. 

7. Knight to K. B. 2d sq. 

8. .K. Pawn takes P. 

9. K. Bishop to adv. Q. 

Kt. 4th sq. chg. 

10. Pawn takes P. 

11. King to B. sq. 

12. King takes P.* 

13. King to B. sq. 

14. Q. Pawn 1 sq. 



} 



White. 
The same. 
Pawn takes P. 
K. Kt. l^awn 2 sq. 
K. Kt. Pawn 1 sq. 

K. Knight to R. 3d . sq. 

Qneen to adv. K. R. 4tb 

sq. checking or ( B ) 
Q. Pawn 2 sq. 
Doubled Pawn 1 sq. 

Pawn interposes. 

Qneen to K. 2d sq. obg^ 
P. takes Kt. P. chg. 
Q. to K. Kt. 4th sq. chg. 
Qneen takes B. checking. 
Qneen takes the doubled P. 



having a game won by its nature. 



* If the Black, at his twelfth move, instead of taking the pa«rn, 
had moved king to knightV square, the White should immediately take 
the doubled pawn with his queen's knight's pawn, and on the Black 
bishop's retiring, take the adversary's rook with his pawn. 
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Variation (A) 
It if necessary to observe, th^t if tlie Blacky at his fifth 
OMiTe, instead of playing king^s knight to adversary's king's 
foartfa sqoarei had castled with his king at the rook's square and 
the mok at bishop's square, as is given by Salvio at the Twelfth 
Gaigbit of his Third Book, the White, by taking the knight 
with his pawn, would have won, contrary to the opinion of the 
aboTe celebrated and excellent writer, in the following manner:* 

BLACK. WHITE. 

6. K. to R. and R. to B. sq. Pawn takes Kt. 

6. Queen takes P. Queen to K. 2d sq. 

7. Queen takes doubled P. K. Knight to R. dd sq. 

8. Queen takes Q. B. P. Q. Knight to B. 3d sq. 

9. The same. The Queen now must not 

move to her third square, but should rather go to her 
bbhop's fourth square, having a good game ; for if the 
Black retire or defend the attacked bishop, the White 
will win the adverse queen by moving king's bishop to 
queen's third square; and if the Black advance his 



* The sacrifice of the knight, in the Muzio Gambit, was considered 
as safe, the Italian method of castling being allowed, by the late Mr. 
Sarratt, in his Translations of Salvio, Damiano, and Lopez. Indeed, 
I believe that the Anonymous Modenese is mistaken in the general 
assertion, that this game can be defended against the sacrifice of the 
knight, however right he may be in his observations on the game given 
by Salvio, who does not certainly pursue the strongest method of 
attack.— 

N 
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knight to adversary's queen's fourth square^ the White 
will, notwithstanding, more king's bishop to quem's 
third square, and on the Black, as his best, giving 
check with the knight at adversary's king's bishqp's 
third square, the White must more king to his second 
square, having no occasion to regard the check from the 
knight at the queen's fourth square ; but if the Black 
should not retire or defend the attacked bishop, nor 
movfr the aforesaid knight to adversary's queen's fourth 
square, but should rather remove his queen to king's 
bishop's fourth square, the White must take the bishop, 
and on the Black's placing his queen's knight at adver- 
sary's queen's fourth square, will play king's bishop to 
queen's third square. The winning of the above game 
rests upon the authority of Salvio alone : it shall not be 
my office to show to what varieties this Gambit can 
extend ibelf.' 

(B) 

BLACK. WHITE. 

Knight takes Kt. 

7. Queen takes Kt. Q. Pawn 2 sq. 

8. Queen takes doubled P. Pawn lakes B. 

9. Q. to adv. K. 4lh sq. chg. Q. Bishop to K. 3d sq. 

JO, Queen takes ^, Queen to adv. K. R. 4th sq, 

chg. having a better game. 
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Fourth Game. 



BLACK. 

1; E. Pawn 2 sq. 

2. K. B. Pawn 2 sq. 

3. .K. Knight to B. 3d sq. 

4. E. B. to Q. B. 4th sq. 

5. K. R. Pawn 2 sq. 

6. R. Pawn takes P. 

7. Rook takes R. 

8. k. Knight to R. 2d sq. 
B. Q. Pawn l sq.f 

10. Q. to adv. K. R. 4th sq. 

11. K. Knight to B. 3d sq. 



WHITS' 

The 8ame» 

Pawn takes P. 

K. Kt. Pawn 2 sq. 

K. Bishop to Kt. 2d sq.* 

K. R. Pawn i ^q. 

R. Pawn retakes. 

Bishop takes R. 

Qaeen to K. 2d sq. 

Q. B. Pawn l sq. 

K. Bishop to Kt. 2d sq. 

Q. Pawn 2 sq. 



* If the White, at his fourth move, instead of playing bishop to 
knight's second square, had moved king's rook's pawn one square, 
the Black would have advanced his knight to adver8ary*s king's fourth 
square ; but if the White had advanced his king's bishop's pawn one 
square, the Black might have taken the adversary's knight's pawn 
with his king's knight, for if the bishop's pawn should retake, the 
Bhick would give mate in a few moves. 

f If the Black, at his ninth move, had played his queen to 
ftdveirsary'^ rook's fourth square, the White should not hesitate in 
taking the adversary's king's pawn with his queen, although Salvio, at 
his Fourteenth Chapter, is of a contrary opinion. . 

n2 



TREATISE ON THE 



BLACK. 

12. K. B. to Q. Kt. 3d sq. and then the White will be 
able to maintain the Pawn. 



Fifth Oamb. 



BLACK. 

1. K. Pawn 2 sq. 

2. K. B. Pawn 2 sq. ' 

3. K. R. Pawn 2 sq. 

4. K.Knighitop.3dsq.i 

or (A) or (B) i 

5. Q. Pawn 2 sq. 

6. Q. B. takes doubled P.* 

7. K. Kt. Pawn 1 sq. 



WHITB.' 

The same. 
Pawn takes P. 

Bishop to K.. 2d sq. 

Q. Pawn 1 sq. 

Q. B, to ad. Kt. 4\h sq. 
K. B. takes K. R. P. cbg. 
K. Bishop to Kt. 4th sq. 
maintaining the given P. 



Variation ( A ) 

4. Queen to K. Kt. 4th sq. K. Knight to B. 3d. sq. 

5. Q. takes K. Kt. P. or ( C ) K. Rook to Kt sq. 

6. Queen to adv. R. 3d sq. K. Bishop to Q. 3d sq. 



* If the Black,, at his sixth move, had moved his queen's kni^ to 
queen's second square, instead of taking the doubled p«wii» dii 
White should bring his king's knight to bishop's thiid square, in order 
to advance to the look's |ptirth square. 
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BLACK. WHim 

7. K. R. Pawn 1 sq. K. R. to adv. K. Kt. 4th sq. 

8. K. Pawn 1 sq. Bishop takes P. Whhe havin^^ 

a much better game, v 

(C) 

6. Queen takes doubled P. K. to R. and R. to K. sq. 
e/Q/PiBwii'l sq. Q. Pawni2sq. 

7. Q. Knightto B. 3d sq.* Q. Pawn takes K. P. 

8. Knight fakies P. Knight takes Kt. 

9. Pbwn takes Kt. K. B. to ad. Q. Kt. 4th sq. chg. 
10. If the Q. Bishop interpose, the White will take the ad- 
verse K. P. with his R. giving ch^ck, therefore, 

Q. B. Pawn 1 sq. Queen to adv. Q. 4th sq. 

having a much better game. 

(B) 

4. Queen to K. Kt. 4th sq. K. Knight to B. 3d sq. 

5. Queen takes doubled P. King to R. and R. to K. sq. 

6. K. Pawn 1 sq. K. Knight to its sq. 

7. Q. Pawn 2 sq. Q. B. Pawn 2 sq. 

8. Q. B. Pawn 1 sq. Q. B. Pawn takes adv. Q. P. 

9. Q. B. Pawn retakes. K. B. Pawn 1 sq. 

10. K. Knight to B. 3d sq. K. B. Pawn takes adv. K. P. 

* If the Black, at bis seventh move, had advanced his king's pawn, 
the White would play knight to adversary's knight's fourth square, and 
on the Black advancing his queen's pawn to the fourth square, the 
White, by moving his king's bishop's pawn one square, would recover 
his pawn in a few moves. 
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11. Pawn taket P. K. Bishop to iU 3d tq. 

12. K. Bubop to K. 2d iq.* K. Bishop takes P. 

13. Knight takes B. ^ Queen toR. 4th sq. checking, 

recoTering the piece, and remaining with a pawn advan- 
tage. 



* If the Black, at his twelvth more, instead of covering bis king 
with bis bishop, had moved queen's bishop to queen's second square, 
the White, by advancing his qaeeafs pawa one square, would have 
maintained his pawn advantage. 



REGULAR DEFENCE AGAINST THE 
ADVANTAGE OF THE FIRST MOVE. 
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INTRODUCTION, 

All the ivriters on this ^ame have considered 
the First Move a great advantage, lameDtiog 
that it is the only circumstance in which chance 
bad any place; and as no author that I have 
read has shown the method of successfully op- 
posing it, I have always thought their works 
deficient in the most essential point. For these 
reasons, it has been my wish, if not altogether 
to supply this defect, at least to excite the iitten- 
tion of others to it in the following Treatise, in 
which will be shown the best openings of the 
Oiuoco PianOf the most solid . and instructive of 
games, together with some other irregular games, 
in which the best use will be made of the First 
Move, which is supposed to be the Blacks; and 
I shall then point out to the White the counter- 
moves, which are best adapted not only to ob- 
struct and paralize the attacks of his adversary, 
but also to enable him to acquire the superiority 
in case his opponent should make an irr^ular or 
incautious attack. 
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These games will appear doll and deati-t^^^ 
f pint, -and ihey must necessarily appc^:^ 
because no errors are supposed to be cognw^ji^^^^ 
ao ^either aide, each party anticipatiDg aoi^ coon 
toractiiig the designs of his adversary by tli« cor- 
rect counter-move, so that no brilliancy osiq jj^ 
given to the game by the victory of the one or 
the defeat of the other. There is another reason 
which contributes to the want of spirit by ^hicb 
these games will appear to be characterized 
namely, that they are only conducted as far 
that part of the game at which the advantage of 
the First Move is lost, which is the principal 
object I had in view, as it appears to me to be a 
point of the first importance to enable the student 
to extricate himself, with success, from the snares 
laid by his adversary in the early part of the 
game, which are generally the most dangerous 
and embarrassing. I 

I have now only to suggest to the courteous 
reader, that if any other moves should appear 
to him to be better than those which are recom- 
mended in the following Treatise, it may he well 
if h€ do not persuade himself of this too hastily; 
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far I have examined an trnmense number of moves, 
and weighed all their consequences, before adopti$tg 
those which m^e here declared to be the best ; and 
as i hafe long suspended my judgement bdbre 
producing them to the public^ it is but reason- 
able that the reader should do the same before 
he condemns them. 



GIUOCO PIANO GAMES « 

The First Player moves at his Fourth Move Qaeen's 
Bishop^s Pawn one square. 

First Game. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3cl sq. Q. Knight to B. 3d sq. 



* The Giuoco Piano Game is that in which the king's knight is 
brought out after the king's pawns have been moved two squares ; 
when- the king's bishops arc moved^ it is termed the bishop's clos9 
game. — Ed. 
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BLACK. 



WHITE. 



8. If the Black shoald play king's bishop to adversary's 
queen's knight's fourth square^ the second player 
must regulate his game according to the instructions 
gkYen at the Fourth Game, page 101 ; therefore, the 
Black, as his best move, plays 
K. B. to Q. B. 4th sq. The same. 

4. Q. B. Pawn l sq. K. Knight to B. 3d sq.* 

6. Q. P. 2 sq. or (A) or (B) K. Pawn takes P. as the 
best move ; beeaose, were the bishop to retire, a 
pawn would be lost. 

6. Q. B. P. takes P. or (C) The bishop innst not retire 
to queen's knight's third square, as by doing so he 
would subject himself to the attack given in the 
Fourth Game, page 136, but shoald check at the 
adversary's queen's knight's fourth square. 

7 If the Black cover with the kuight, as Greco erro- 
iiMusIy supposes, he will lose the king's pawn ; 
therefore, instead of this. Black moves 



Q. Bishop to Q. 2d sq.|^ 
B. Q. Knight takes B, 



Black, as his best, takes 

Q. B. with his King's. 
Q. Pawn 2 sq. 



* There has been a great deal of dbcussion on the propriety of this 
move; the reader will find it well examined by the Modenese in the 
following Variations.— ("JStf.J ^ 
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BLACK. WHITE. 

9. K. Pawn takes P** K. Knight takes P. 
10, Qneen to K» 2d sq. ohg« Bishop intarpotet, and 
White afterwards may castle, ' having .qnite/as good 
a game as his adversary. If the Blaek, inrtead of 
checking with bis qneen at king's second, aqnare, 
had moved to her knight's third jqnare, tke.Whita 
most not check with his qoeen at king'a aacoad 
square, for the Black, by retiring hb king, 'either 
to queen's or bishop V sqaare, would have a better 
game; the White should, therefore as a better 
move, play queen's knight to king's second* sqiisfe, 
having an equal game. 

Variation (A) ' ' 

BLACK. WHITE. 

6. Q. Pawn 1 sq. 

This move is not merely defeniive, it is attacking in three 
ways : — first, it prevents the White moving his kiog's koigbtto 
adversary's knight's fourth square, for by doing so, the Blsck 
might take the adversary's king's bishop's pawn, gifiug check; 
secondly, it enables the queen's bishop to place itself at adter- 
sary's king's knighf s fourth square, and confine the kiogff 



* If the Black, at his ninth move, instead of taking die qaefls'i 
pawn, bad advanced his king's pawn* the White shoold td» 
adrersaiy's king's bishop; and on the Black taking the knigPit iqdikif 
pawn, the White must take the pawn with his queen. 
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BLACK. WHITE. 

knigbt; aod, thirdly^ the Black threateos to move queen's 
knigfaf ft iiawa two sqiuuref, attacking the bbhop, afkerwards 
Advancing one ftquare, when by forcing the queen's knigbt to 
retire, the White would lose a pawn, or get a confined game. 
The White, therefore,, moves bis 

6« •••^••^ King to R. and R. to B. sq. 

C Q« Kt Pawn 2 iq.* K. Bishop to Q. KU 8d sq. 



* If the Black, ht his sixth move, instead of playing queen's knight's 
pawn two squares, had moved bis queen's bishop to adversary's king's 
luui^s fourth square, the White should return his king's bishop to 
king's second square, for if the bishop take the knight, the White, by 
retaking widi his bbhop, and afterwards moving his king's knight's pawn 
one square, will be able to retire his bishop to knight's second square, 
having a sale game; but, if the Black, instead of taking the knight, 
should likewise return his king's bishop to king's second square, or castle, 
the White, by moving knight to adversary's knight's fourth square,, or its 
rook's fourth square, will have a safe game. The White may also play 
his queen's pawn one square, allowing his knight to remain confined ; 
for if the Black should advance his knight to rook's fourth square, 
with a view of bringing his queen to the king*s bishop's third square, in 
order to force his adversary's to double a pawn, the White should im- 
diately aoove hb king's rook's pawn one square, forcing the Black either 
to take the knight, or to retire his bishop to its king's third square, and 
then the White, in the hitter case, by taking the adverse queen's bishop, 
and afterwards advancing his king's knight to adversary's knight's fourth 
square, will obtain a better position. 

If, however, the Black should advance, at his sixth move, his king's 
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BiaCK. l¥HITB^ 

7. Q. Kt. Pawn 1 sq« Q. Knight to R. 4th sq. 

8. Knight takes adv. K. P* Queen to K. 2<l sq. 

9. If the Knight retire to K. B. 8d sq. the White, by takii^ 

the adversary's king's bishop with his knight, and after- 
wards the king's pawn with his queen, will have a m6ek 
belter game ; but if the knight should take the king^s 
bishop's pawn, giving check, the White takes with the « 
rook, and, on the bishop's taking the rook, the qoeeo, 
by retaking, will remain with an even game, having two 
minor pieces for a rook and two pawns. 
(B) 

The Bbck, instead of pushing his queen's pawn one or two 
squares as he has done above, has three different ways of 
playing, viz.— 

First. — To move his queen's knight's pawn two squares, asiiss 

been supposed at his sixth move. 
Secondly.*-To move his king's knight to adversary's kii^s 

knight's fourth square. 
Thirdly.— To castle. 



knight to adversary's knight's fourth square, the White most more bis 
queen to king's second square ; and should the Black advance his 
queen's knight's pawn two squares, attacking the bishop, the White 
must not retire it, but should take the pawn with the knight ; for if 
the Black should take the knight with his queen's bbhop*8 pawn, th« 
king's bishop, by placing itself at adversary's queen's fourth square^ 
will recover the piece with a better game. 
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Witb respect to the first— on the queen's knight's pawn being 
advanced two squares, the White should retire his king's bishop 
to the qaeen's knight's third square, and on the Black advancing 
liw same pawn one square further, the White must move the 
attacked knight to its rook's fourth square i and should the Black 
thea tak< the king's pawn with his knight^ the White has two 
netbods of recovering it, either by taking the adversary's bishop 
with his queen's knight, or by castling. But if the Black, in« 
stead of advancing the queen's knight's pawn to attack the 
knight, were to push his queen's pawn two squares, the While 
should take with his king's pawn, and, on the Black's advancing 
his king's pawn one square, the White can play his king's kn%ht 
to adversary's king's fourth square ; for, if the Black were to 
play king's bishop to adversary's queen's fourth square, the 
White might take adversary's queen's bishop's pawn with his 
king's knight, remaining witb a pawn advantage : but if the 
Black were not to place his king's bishop at adversary's queen's 
fourth square, but should rather take the doubled pawn with 
his queen's bishop, the White should not take the adversary's 
queen's knight's pawn with his knight, but, as a better move, 
must advance his queen's pawn two squares, having a good 
game. If, however, the Black, instead of placing his bishop 
at adversary's queen's fourth square, should move it to adver- 
sary's queen's knight's fourth square, the White must take the 
adversary's queen's bishop's pawn with the doubled pawn, and 
not with the knight. 

With regard to the second — on the Black playing bis king^s 
knight to adversary's knight's fourth square, the White must 
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cattle as hit best move, with kiog at the knight's and rook at 
the bishop's square; and should the Black try that attack which 
is given in Game the Third, p. IM, vis.— king^s bishop's pawa 
two squar esy the White most then push hu queen's pawn two 
squares, for should the Black take the adversary's king's pawn 
with his bbhop's, the White, by pUiying his king's knight to 
adversary's knighfs fourth square, will either gain a piece or 
the exchange ;* but, if the Black take the adver^ary'j queen's 
pawn with his king's, the White must retake with the afme- 
said knight^ and, on the Black moving his queen to adversary's 
king's rook's fourth square, the White, by bringing his qoeen'i 
bishop to king's bishop's fourth square, will get a better 
game :— lastly, should the Black, instead of takmg either 
pawn, play his king's bishop to adversary's queen's knigbfs 
fourth square, the White will take the adversary's king's 
pawn with his knight, remaining with a pawn advantage, < 
and having, besides, a better game ; for should the Black take 
the knight with his knight, the White must retake with the 
queen's pawn, and, on the Black taking the queen's knight 
with his bishop, the White must not retake immediately, but 
should take the adversary's bishop's pawn with his king's, 
threatening a fatal check from the queen, at adversary's king's 
rook's fourth square. 

If the Black, therefore, after moving his king's knight ts 
adversary's knigbfs fourth s^quara, does no^ pnsh his khig'i 



• The exchange means gaining a rook for a bishop or knight 
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Ushop's pawn two squares, (which is uDdonbtedly a dangerous 
tnorey) but first castles with his king at rook's and rook at hi* 
shop's square, the White must not advance his queen's pawn 
two squares, although apparently a good itioveii but should 

rather play his king's rook's pawn one square, with a view o( 
forcing the adversary's knight to retire to its bishop's third 
square, enabling the White afterwards to take the adversary's 
king's pawn with the knight. 

Regarding the third method of playing — if the Black should 
castle, the White must regulate his play according to the direc- 
tions which will be given in the Fourth Game, on the Defence 
against the Advantage of the Move, where the different methods 
of castling are considered. 

(C) 

BLACK. WHITE. 

G« K. Pawn 1 sq.* The attacked knight moves 

as its bes) to adversary's king's fourth square, for were 
It to go to adversary's knight's fourth square, the Black 
would take the adversary's king's bishop's pawn, check- 
ing, and if the knight should play to rook's fourth 



* If the Black, at his sixth move, instead of retaking the pawn with 
his queen's bishop as iff the First Game, or instead of advancmg the 
king's pawn as in this Variation, had moved his king's knight to adver* 
^ uarft knight's fourth square, the White would still have been able to 
preserve an equal game by castling with his king at knight's and rook 
at bishop's square. 
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BLACK. WHITE. 

square, the Black would move his knight to adversary's 
king's knight's fourth square. 

7. K. Bishop to adv. Q. 4th sq.* Knight takes K. B. P. 

C Pawn takes adv Q. B. P. dis- 

8. King takes Kt. \ 

i covering check. 

9. King to his own sq. Pawn takes adv, Q. K. P. 
10. Q. Bishop takes P. Knight to King's 2d sq. and 

the White has a game equal to his adversary's, not merely 
in relative strength, but in situation also ; in this position 
the Black has three methods of playing 
First — ^To advance his king's knight to adversary's knight's 
fourth square, in which case the White must not castle, for the 
Black would then play his queen to adversary's king's rook's 
fourth square, but must take the bishop with his knight, and 



* , Were the Black, at his seventh move, to push his queen*s knight's 
pawn two squares, instead of playing his king's bishop to adversary's 
queen's fourth square, the White must not retire the attacked bishop, 
but should take the adversary's queen's bishop's pawn with his king's 
knight. 

Moreover, if the Black, at his seventh move, should, instead of 
moving queen's knight's pawn two squares, take the adversary's doubled 
pawn with his bishop's, the White must then check with his bishop at 
the adversaty's queen's knight's fourth square, and, on the Black inter- 
posing his queen's bishop, will take the bishop, giving check, forcing 
the Black, as his best move, to retake with the queen's knight ;* after 
which the White, by advancing his queen's pawn two squares, will 
remain with an equal game. 
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on the Black retaking" with his queen, the White must take the 
adversary's king's knight, allowing the Black to take the king^s 
bUhop, on which the White, by taking the adverse king's 
knighf s pawn, will get a better game. 

Secondly-^If the Black should place his queen at her knight's 
third square, the White must likewise take the bishop with his 
knight, and, on the Black retaking with his queen, the White 
must play his queen to the king's second square, and, on the 
adversary's rook moving to its bishop's square, the White, by 
moringhis queen's bishop one square, afterwards advancing 
bis queen's pawn two squares, and then bringing his queen's 
bishop to king's third square, will have a safe game. 

Thirdly— If the Black retire his king's bishop to queen's 
knight's third square, the White must not move his knight, but 
should advance his queen's pawn two squares, and, on the 
Black's moving his king's knight to adversary's knight's fourth 
square, the White will advance his king's rook's pawn one 
square, forcing the knight to retire to the bishop's third square ; 
for if the queen were to move to adverse rook's fourth square, 
to defend it, the knight would be lost in a few moves : — the 
White being afterwards able to bring his queen's bishop to 
king's third square, having a good game. 
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Second Game. 

Where the First Player moves at bis Fourth Move, the 
Qaeen's Pawn one square. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The sam^. v 

2. K. Knight to B« 3d sq. Q. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. The same. 

4. Q. Pawn 1 sq * The White must not now 

piay his king's knight to bishop's third square, be- ' 
cause the Black would move his queen's bishop to 
adversary' sking'd knight's fourth square; the White, 
therefore, advances his 
4 Q. Pawn 1 sq. 

5. Q. B. to adv. K. Kt. 



4th sq.f or (A) or (B) 



^ Queen to her 2d sq. 



* In case the Black, at his fourth move, instead of advancing his 
queen*8 pawn one square, were to play queen's knight to bishop's third 
square, the White may equally push his queen's pawn 1 square ; for if 
the Black were to move the knight to the rook's fourth squm, the 
White can do the same, forcing the Black either to take the bishop, 
or to retire his own from the situation where it is most useful ; in which 
latter case, the White may retire his king's bishop to the queen's 
knight's third square, as no injury can result from having a doubled 
pawn, should the Black take the bishop with his knight. 

f If the Black, at hb fifth move, had played his queen's bishop's 
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6. K.B.toad.Q.Kt.4th8q * Q. R. Pawn 1 sq. 

7. K. B. to Q. R. 4th sq.f Q. Kt. Pawn 2 sq. 

8. K. Bishop to Q. K. 3d sq. K. Knight to K. 2d sq. 

9. Bishop takes Kt. Queen takes B. a.nd the 

game is eqaal. 



pawn one square, the WhUe must not then play hi^ queen's bishop to 
adversary *s khig^s knight*s fourth square, for the Black would move 
his queen to her knight's third square ; neither would it be good play 
for the White to move his queen's knight to rook's fourth square, for 
the Black, by taking the king's bishop's pawn with his bishop, check- 
ing, and afterwards moving his queen's knight's pawn two squares, 
would get a better game ; therefore the White should regulate hit play 
according to the method given under letter (A.) 

• If the Black, at his sixth move, instead of playing his Queen's 
bi^op to adversary's king's knight's fourth square, had either moved 
queen's knight to bishop's third square or castled, the White must 
move his queen's knight to rook's fourth square. 1. 

t If the Black, instead of retiring the bishop to rook's fourth 
square, had taken the adversary's queen's knight, the White must ire- 
take with his queen ; and in case the Black moves his king's kni|^ to 
rook's fourth square, the White must take care not to move bis kingi 
bishop's pawn to attack the adverse bishop, for the Black would check ^ 
with his queen at adversary's king's rook's fourth square, but the 
White must rather play his queen to her knight's third square, gaining 
a pawn. If the Black, however, instead of playing the above, wereF 
to castle with his king at knight's and rook at bishop's square, the 
White may advance* bb king's bishop's pawn one square^ and after- 
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Variation (A) 

BLACK. WHITE. 

5. Q. B. Pawn 1 sq. Queen to K. B. 3d sq. 

6. Q. B. to adv. K, Kt. 4th sq.* Queen to K. Kt. dd 8q« 

7. If the queen moves to her second square, with a view of 

moving the king's knight to rook's fourth square, the 

White, by advancing his king's rook's pawn one square, 

will gain a piece, therefore the Black 

Castles with his K. at R. ^ 

C Q. B. to adv. K. Kt. 4tb sq. 
and R. at B. sq. ) 

8* If the Black move king's bishop to adversary's queen's 

knight's fourth square, the White will gain a piece by 

wards, by briDging his king's knight to king's second square, will have 
a safe game. 

^ If the Black, at his sixth move, instead of playing queen's bishop 
to adversary's king's knight'is. fourth square, had castled, as he does 
at his seventh move, the White should move his queen's bishop to 
adversary's king's knight's fourth square, that the Black may not be 
able to remove his knight ; and if the Black should attack the bishop 
by moving the rook's pawn one square, the White must take the knight, 
making the adversary double a pawn in a disadvantageous situation. 
%Ut if the Black, in order to prevent the advance of the queen's 
' bishop, should, at his sixth move, play his king's rook's pawn one 
square, the White must move his king's knight to rook's third square, 
after which, should the Black castle, as above, the White will do so 
likewise, and, on the Black removing his knight with a view of ad^- 
vancing his king's bishop's pawn two squares, the White must place 
his queen at the knight's third square* 
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• tilkulg the adversary's king's knight with his bishop, 

therefore White plays 
Q. Knight to Q. 2d sq. K. Knight to K. 3d sq.* 
9. Bishop takes Kt. Queen takes Bishop 

10. Queen to her Kt. 3d sq. Knight to Q. sq. afterwards 
castling with king at rook's and rook at bishop's square, 
having a secure game. 

(B) 

5. K. Kt. to adv. Kt. 4th sq.f K. Knight to R. 3d sq. 



* It should also be observed, that if the White^ at his eighth move, 
were to place hb king^s knight at the bishop's third square or king's 
second, he would, by placing it at the first, prevent the advance of his 
king's bishop's pawn ; and, were he to place it at the latter, the Black, 
by pushing his queen's knight's pawn two squares, would force the 
White to retire his bishop, and the Black, by afterwards advancing 
the pawn one square further, would force the knight to retire from the 
defence of the other knight, by which the White would lose the bene- 
fit of castling. 

f If t|ie Black, at his fifth move, had played queeu's knight to 
bishop's third square, or had castled, the White would hav^ two 
methods of playing. In the first place, he might move his queen's 
knight to rook's fourth square, in order to take off the adversary's 
bishop; and> secondly, he might play the queen's bishop to adversary's 
king's knight's fourth square, confining the adverse knight ; for, if the 
Black were to take the adversary's king's bishop's pawn, giving check, 
the White might immediately take the bishop with his king ; and, on 
the Black checking with his knight at adversary's king's knight's fourth 
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WHITE. BLACK. 

6. Q. to adv. K. R. 4th sq.* King to R. and R. to B. sq. 

7. If the knight take the adversary's king's bishop's pawn* 

checking, the White must take the knight with the knight, 
and, on the Bhick retaking with his bbhop, the White 
must move queen to king's bishop's third square, having 
a much better game; the same would follow were the 
bishop to take instead of the knight ; therefore Black 
Castles nvith K.at R. and K. B. Pawn 2 sq. and White 
R. at B. sq. 3 has a good game. 



square, the White, by uking the knight immediately with his queen, 
will have gained a piece. 

• If the Black, at his sixth move, had not played his qneen to 
adversary's king's rook's fourth square, but had castled with his king 
fU rook's and rook at bishop's square, the White must not pbiy his 
queen's bishop to adversar/s king*s knight's fourth square, althoo^ 
at first sight a good move, for the Black would gain at least a pawn 
by taking the king's bishop's pawn with his bishop, giving check; 
therefore the White, as his best, must also castle ; and, on the ad- 
versary's moving his king's bishop's pawn two squares, the White, 
instead of taking, must likewise advance his king's bishop's pawn two 
squares, and the game will be equal. 

But if the Black, at his sixth move, had advanced hb king's bishop's 
pawn two squares, the White must not, in that case, play the same^ 
for the Black would check with his queen at adversary's king's rook'i 
fourth square, but should, as his best, take with his king's pawn, and, 
pn the Black retaking with his queen's bishop, the White, by castling 
wvith his king at the rook's and rook at bishop's square, will have 
better arranged game than his adversary, 
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Third Game. 

Where the First Player, at his Fourth Move, Castles with 
his King at Rook's and Rook at Bishop's square. 

BLACK. WHITE. 

1» K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. The same. 

4. K. to R. and R. to B. sq. K. Knight to B. 3d sq. 

6. K. Knight to ad. K.Kt.\ King, as his best move, 
4th sq, or ( A ) or ( B) > Castles with K. to Kt 
J and R. to B. sq. 

6. K, B. Pawn 2 sq.* The White must not play 

his king^s rook's pawn 1 square, to drive away the 
knight, for the Black, by playing as Salvio directs 



* If the Black, at his sixth move, instead of moving king's bishop's 
pawn two squares, had played his queen's bishop's pawn one squar^ 
the White should have advanced his king's rook's pawn one square, 
and afterwards taken the adversary's king's pawn with his knight; but 
if the Black had moved his queen's pawn one square^ the White, hj 
playing his queen's knight to rook's fourth square, attacking the bishop, 
would have a better arranged game than hit adversary. 
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at p. 61 of his Third Book,* would get a much 
better game ; the White therefore, as his best move, 
advances his Q. Pawn 2 sq. 

7. K. Pawn takes P.f K. Knight takes P. 

8. Bishop takes Kt.% Queen takes B. 



* If the White, at his sixth move, had advanced his rook's pawn 
one square^ the following moves would have taken place. 

BLACK. WHITE. 

7. Knight takes ad. K. B. P. Rook takes Kt. 

a. Bishop takes R. chg. King takes B. 

9. K, B. Pawn takes adv. K. P. Q. Knight takes P. 

10. Queen to adv. R. 4th sq. chg. King to his 3d sq. 

11. Queen to adv. K. B. 4th sq. chg. King to Q. dd sq. 

12. Q. B. Pawn 1 sq. Retires either the B. or K. 

13. Q. Pawn 2 sq. Retires the attacked piece. 

14. K. P. 1 sq. checking, having a much better game than his adver- 

sary. 

f If the Black had taken the adversary's king's pawn with his 
bishop's pawn, the White, by moving his knight to adversary's knight's 
fourth square, would either gain a piece or an exchange ; if, however, 
the Black were to move his king's bishop to adversary's queen's knight's 
fourth square, the White must place his attacked knight at adversary's 
queen's fourth square; and, should the Black take the king's pawn vnth 
his bishop's, the White, by moving his king's knight to adversary's 
knight's fourth square, will gain a piece. 

I The Black, instead of taking the knight with his bishop, has three 
other methods of playing ; in the first place, he may take the king's 
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BLACK. WHITE. 

9. Q. Knight to B. 3d sq. Qaeen to her sq. 
10. Q|. Knight to K. 4th sq. K. Bishop to K. 2d sq. and 

the game is equal. 

pawn with his bishop's; secondly, he may advance his king's bishop's 
pawn one square ; and thirdly, he can bring out his queen's knight to 
bishop's third square. ' 

As to the first^On the Black taking the adversar/s king's pawn, the 
White must take the king's knight with his queen, and if the Black 
take the knight with his bishop, the White must take the adversary's 
king's pawn with his queen ; and, should the Black take the other 
knight with the same' bishop, the White will retire his king's bishop to 
queen's third square, forcing the Black to move, as his best, the king'^ 
knight's pawn one square, after which the White, by taking the bishop 
with his knight's pawn, will have a better game: if the Black had not 
taken the first knight with his king's bishop, but had advanced his 
queen's pawn two squares, the White must move his queen to adver- 
sary's king's rook's fourth square, when, should the Black take the 
bishop with his queen's pawn, the White, by retaking the king's bishop 
with his queen, will remain with a piece advantage ; if, however, the 
^ack, instead of taking the bishop with the pawn, had taken the 
king's knight with his bishop, the White must take the adversary's 
queen's pawn with his knight, and, on the Black moving his rook to 
king's bishop's fourth square, the White can retire his queen to her 
own square, having a safe game. 

With respect to the second method of playing — On the Black 
advancing hb king's bishop's pawn one square, the White must take 
the adrersary's king's knight with his queen, and, should the Black 
take the adversary's king's knight with his bishop, the White must re- 
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VARlATIOFf ( A ) 



BLACK. 



WHITE. 



6. Q. B. Pawn 1 



The White luttst not fAny bk 



tire hit queen to king's bishop's tliird square ; if^ however, the Blick, 
instead of taking the knight; bad advanced hif^ queen's pawn two 
squares, the White may either play, as above, his queen to adversary's 
king's rook's fourth square, or move his king's knigbt to adversary's 
king's bishop's fourth square, covering tlic queen and tbreateatng m»U; 
from which position tnany brilliant situations may arise. 

With regard to the third manner of playing— On the Black brkigyag 
bis queen's knight to bishop's third square, the White must not tiks 
with the knight, for tlie Black would play bit queen to adversaty'f 
king's rook's fourth square, £ut, as a better move, must return bb 
lung's knight to bishop's third square. If, however, the Black ibeold 
piny his king's bishop to adversary's queen's kniglit's fourth square, tiit 
White must move liis knight to adversary's queen's fourth square; and, 
should tlie Black take the adversary's king's i>awn with his king'a bishop's 
pawn, the Wlute, by playing his king's knight to adversary's koig^ 
fourth square, will remain with an equal g^me^ 

* If the Black, at his fifth move, instead of moving bis qoeen'i 
bishop's paivn one squure had played his queen's pawn one square, 
the White must cattle with his king at knight's square and rook tt 
bishop's square, when if the Black move his queen's bishop to td- 
versary's king's knight's fourth square, the White, by bringii^ bis 
king's bishop to kiiig'b second square, and afterwards retiring his knigbt 
to king's equnre, will free his game. If, however, the Black, instead 
of moving queen's bishop to adversary's king's knight's fourth square^ 
liad played to that square his king's knight, with the view of advanciflC 
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king's knight to adversary's knigfafs fourth square, for 
the Black would advance his queen's pawn two squares, 
i^rwards taking the bishop's pawn, checking; there- 
fore. Knight takes adv. K. P. 

6. Queen to K. 2d sq. The White must not attempt 

to sustain the pawn he has gained, but must take the 
adversary's king's bishop's pawn with his knight, giving 
check. 

7. Rook takes Kt. Bishop takes R. 

8. Queen takes B. IC to R. and R. to B. sq. 

9. Q. Pawn 1 sq.* K. B. Pawn 1 sq, 

10. K. Knight to R. 4th sq. Q. Pawn 2 sq. the White 
remaining with a game equal to h*s adversary's in situation 
and strength, on account of his having a rook and two 
pawns for two minor pieces. 

(B) 

If the Black, instead of playing any of the above referred- 
to moves, had brought his Queen's Knight to Bishop's third 
sqnare, the following would be the method of playing. 

his kiiig^s bisl^p's pawn two squares, the White must move his queen's 
pawn two squares. 

^ If the Black, at the ninth move, instead of moving his queen's 
pawn one sqnarey had advanced it two squares, the White would have 
done the same, and on the Black retiring his bishop to adversary's 
queen's knig^'s fourth square, or elsewhere, the White, by advancing 
his king's pawn one square, \^ill remain with a good game. 
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BLACK. WHITE. 

5. Q. KDigbt to B. 3d sq. K. Kt. to a<k. K. Kt. 4th sq. 

6. Q. Pawn 1 sq. K. to R. and R^ to B. sq. 

7. K. Knight to adv. Kt. 4th sq. The White must not now 

take the adversary's king's bishop's pawn with his knight, 
giving cheeky for the Black would take the knight with 
his rook ; and^ on the White retaking with the bishop, the 
Blacky by moving his queen to adversary's king's fook's 
fourth square, would get a better game ; therefore, 

Q. Pawn 1 sq. 

8. The Black, as his best, 
moves K. R.P. 1 sq. 

9. R. Pawn takes Kt.^ The same, and the game is 

even. 



The same. 



Fourth Game. 
GIUOCO PIANO. 

Where the First Player, at his Fourth Move, 
First, — Castles with his King at Knight's sqaare and 

Rook at King's square. 
Secondly,— -Castles with his King at Knight's sqnare and 

Rook at Bishop's square* 
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Thirdly, — Castles with his King at Rook's square and 
Book at King's square. 

BLACK. WHrrE. 

!• K. Pawn 2 sq. The same. 

2. K. Knight to B. dd sq. Q. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. The same. 

4. K. to Kt. sq. and R. > _ _ 

> Q. Pawn 1 sq.* 
taK.sq.or(A)or(B)> 

5. If the Black play the same move, or bring out his 

queen's knight to bishop's third square, the White 
may play his queen's knight'to rook's fourth square, 
attacking the ad versary'9^ bishop ; therefore, 
Q. B. Pawn l sq. K. Knight to B. 3d sq. 

6. If the Black advance his king's knight to adversary's 

knight's fourth square, the White will take the 
adversary's king's bishop's pawn, checking ; there- 
fore, 

Q. Pawn 2 sq.f The White must not take 



* The White may also move his queen to king's bishop's third 
square. 

f If the Black, at his sixth move, instead of advancing his qneen's 
pawn two squares had moved it only one, the White must not move 
his qaeen*s bishop to adversary's king's knight's fourth square, but 
should play his king's kn^ht to adversary's knight's fourth square, on 
which the Black can'make two defences. 
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with his king's pawn, but should retire bis l^ingfs 
bishop to queen's knighfs third square. 
7. Q. P. takes adv. K. P.'» K. Knight to adv. Kt. 4th 
sq. allowing the Black three methods of playing. 



The first is advancing his queen's pawn another square, on which 
the White roust take with his king*s pawn, and on the Black taking 
with his queen's bishop's pawn, the White must retake with his queen's 
knight ; and should 'the Black take the above knight with his king^s 
knight, the White, by moving queen to adversary's king's rook's 
fourth square, would have a . game .won by its nature. If the Blad:, 
instead of retaking the doubled pawn with his queen's bishops, had 
moved his queen^s bishop to adversiiry's king's knight's fourth square, 
the White might, in such a case, leave his queen en prUe, and take 
the adversary's king's bishop's pawn with his knight. 

The other defence of the Black would be playing his rook to king's 
or to bishop's second square, on which the White might castle with 
his king at rook's square and rook at bishop's square ; and if, the 
Black were to move his king's knight to tidversary's Igiight's fourth 
square, the White must advance his king's bishop's pawn two squares; 
and should the Black check with his knight at adversary's king's 
bishop's second square, the White must take the knight with his looki 
afterwards moving his queen to adversary's king's rook's fourth square; 
if, however, the Black does not check with the knight, but advaa«fei 
his king's rook's pawn one square, the White must not retire, but 
should push his king*s> bishop's pawn one square, from which a larieiy 
of beautiful situations might arise. 

* If the Black, at his seventh move, had, instead of taking thtf 
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In the first place — to defend his king's bishop's pawn 
with his took, in which case, the Blacky by taking the 
doubled pawn with his queen's knight, will remain with 
an equal game. 

In the second place — he may play his queen's bishop 
to king's third square, upon which the White must take 
the bishop with his bishop, and, on the Black retaking with 
his king's bishop's pawn, the White must take the doubled 
pawn, as above, with his queen's knight. 

Lastly — the Black may move his queen's bishop to ad- 
versary's king's knight's fourth square, in whiqh case, the 
White must take the adversary's king's bishop's pawn, 
checking ; and, on the Black retiring his king to the rook's 
or bishop's square, the White will take the rook with his 
bishop ; and should the Black take the queen, the White, 
by checking with his knight, will recover the queen. 



king's Qfiwn, advanced his queen's pawn one square, the White must 
not move the attacked knight to rook's fourth square, because it 
would be lost in a few moves, but should move it to its own square, 
remaining with an equal game^ If the Black, at the above move, had 
played his king's knight to adversary's knight's fourth square, the White 
gioat castle with his king at knight's square and rook at bishop's square, 
having 'a' safe- game; if, however, the Black, instead of moving his 
kni^t to' adversary's king's knight's fourth square, had placed his 
qneen's bishop's at the same square, the White must not castle, but 
Bhonld, as his best, move queen to king's second square; and on 
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having gained ike Exchange; if, however, the Black 
does not take the qaeen, bnt should ciqitore llie adv^- 
awrfs king's bishop with his queen, the White WMt 
retire his qaeen to her second square, remaining always 
with the Exchange and a better position. 



Variation (A) 
BLACK. wnrrB. 

4. Castles with to Kt.) 

} K. Knight to B. 3d sq. 
jwd R. to B« sq.* j 

5. Q. B. Pawn 1 sq. The White must apt take the 

adversary's king's pawn with his knight, but rather castk 
with his king at knight's and rook at bbhop's squaie. 
6* Q. Pawn 1 sq.f Q* P. 2 sq. as the best move. 



the Black moving king's bishop to adversary's queen's knight's fouith 
square, the White, by playing queen's bishop to queen's second square, 
will remain with a safe game. 

* This method of castling is not oommendahU, as it is macdy de- 
fensive ; it is termed castling in the Calabrese manner. (The aboH 
is, however, the only method which is permitSed by th* Iiaodi or 
English players.-— 

t If the Black, a t his sixth move, had advanced bis qaemtf^ftm 
two squares, instead of pushing it one, the White flsast not taloi nitk 
his king's pawn, for the Black, by vetaking with hi^ qaMo's faiihijp'i 
pawn, would bring his king's and queen's pawns in the emtn oC tkt 
board, which, hy the unanimous opinion of «veiy writer, gim dit 
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7. K. Pawn takes P. K. Knight takes P. 

8. K. Bishop to adv. Q. Kt. ^ K. Knight, as its best move, 

4th sq. S to K. 2d sq. 

9. Q. B. to adv. K. Kt 4th sq. K. B. Pawn 1 sq. and, should 

the Black check with his bishop or queen, the White, by 
moving his king to rook's square, will have a safe game. 
(B) 

4. K. to R. and R. to K. sq. The White must not take the 

adversary's king's bishop's pawn with his bishop, because 
the Black, by moving his rook to bishop's square, would 
get that attack which is given at page 126, but should 
move his queen's pawn one square. 

5. If the Black play the same, or bring bis queen's knight to 



best g^oM, but should retire the attacked bishop to queen's knight's 
third squftTO) aliowif^ the Black three methods of playing. 

In tbe first place, to take the adFersary's king*s pawn with his queen's 
pswB, apon whioh the White, by taking tbe adversary's king's pawn 
with his lung's knight, will remain with an jequal game. 

Secondly-— To advance his queen's pawn one square, upon which 
the White will retire bis knight to its own square, and on the Black 
taking the king's pawn with his knight, the White must force it to retire, 
by Moving his queen's pawn one square, afterwards taking the adver- 
sary's king's pawn one square, and remaining with an eqoal game. 

tUrdl^^To move queen's bishop to adversary's king's knights 
foarth square, upon which tbe Wlute, by moving his queen to king's 
second square, wiU remain with an equal game. 

p2 
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BLACK. WHITE. 

bishop's third square^ the White will move his queeifs 
knight to rook's fourth square, attacking the adversary's 
bishop; therefore, Black advances his 
Q. B. Pawn 1 sq. K. Knight to B. 8d sq. 

6. K. Kt to adv. Kt. 4th sq/ The White must not castle, 



* If the Blacky at his sixth move, instead of moving king's knight 
to adversary's knight's fourth square^ had advanced his queen's pawn 
two squares, the White should retire his bishop to queen's knight's 
third square, upon which, if the Black take the adversary's king's 
pawn with his queen's pawn, or advance the queen's pawn one square 
further, or place his queen's bishop at adversary's king's knight's fourth 
square, the White can regulate his defence according to the directions 
given under that game, to which this Variation belongs. If, however, 
■the Black, instead of making any of these three last-mentioned moves, 
should move his king's knight to adversary's knight's fourth square, the 
White must castle in the Calabrese manner, that is, with king to 
knight's square and rook to bishop's square ; and on the . Black ad- 
vancing his king's bishop's pawn two squares, the White must, as his 
best move, take the adversary's queen's pawn with his king's pawn, re- 
maining with a pawn advantage, for if the Black move his king's pawn 
one square, attacking the adversary's knight, the White must take the 
pawn with his queen's pawn, and on the Black retaking with his king's 
bishop's pawn, the White must move his knfght to adversary's king's 
knight's fourth square, gaining another pawn with a better game. If 
the Black, instead of advancing his king's pawn one square, had pushed 
his king's bishop's pawn one square, the White should play liis king's 
rook's pawn one square, attacking the knight, afterwards taking the 
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because the Blacky by pushing his king's bishop's pawn 
two squares, would get a good game, but moves his 

Knight to adv. K. Kt. 4th sq. 
' 7. If the Black take the adv. king's bishop's pawn with his 
. knight, the White, by moving his queen to adversai^s 
. . king's rook's fourth square, would win the game i but 
if the bishop should take. the pawn, giving check, the 
White, by retiring his king to bishop's square, would 
gain at least a piece ; therefore. Black retires his 
Knight to R. 3d sq. Queen to adv. K. R. 4th sq. 

8. K. R. to B. sq. as the best. The White must not take the 
adversary's bishop's pawn either with his bishop or knight, 
but should castle with his king at rook's square and 
rook at bishop's square, having a safe game. 



adversary's king's pawn with his knight, which, if the Black should 
take with his rook, the White must advance his queen's pawn one 
square^ recovering his piece with a winning game. 
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The Aaonymous Modenese, having finished the 
Defence against the Regular Giuoca Piano, pro- 
ceeds to the consideration of two unnsnal methods 
of opening a game; in the first of which I 
cannot say he has been so successful in defence 
as he has been in those games which establish 
his reputation, I mean the Giuoco Piano: in- 
deed, he is the only writer who has noticed the 
following opening ; and it is not to be wondered 
at, that even so celebrated a player, when glanc- 
ing slightly at an uncommon game, should over- 
look the defence of this singular commence- 
ment. 

The following is the game I allade to. I have gim 

it, together with the Modenese's Notes, that the ama- 
teur may determine, when I come to examine this Defence 
in the Miscellaneous Games of this Treatise, how far it 
is tenalble. 



BLACK. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 



WHITE. 

The same. 

Q. Knight to B. 3d sq. 
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BLACK. WHITE. 

9. Q. Puwn2 sq. The Blacky witk a view 

of escaping the attacks which ara noticed at 
page 141, must tske the adrersary's queen's pawn 
not with his king's pawn but with his king's knight.^ 

4. K. Ktiight takes K. P.f White must not play 

his kilig's bishop to queen's bishop's fourth square, 
bedaose tiie Black, by moving the same, would 
fbroe the White to retire his knight to king's third 
square, upon which the Black, by taking it with 
his knight, would have a much better game ; there- 
fore, the White retires immediately his 

Knight to 3d sq. 

5. K. B. to Q. B. 4th sq. The White must neither 

play die same nor move his queen's pawn ote 



* Hdft ihove of tb^ Anonymous Moden^e I conrider as bod, as 
MfUl bf seen in the ekamination of tliis game.— -Ed. 

t If the Black, (proceeds the Modenese,) at his fourth move, were 
to take the knight with his knight, the White should retake with his 
king's pawn, and on the Black retaking with his queen, the White, 
with a view of freeing his game, must play his queen to king's bishop's 
third square, and upon the Black advancing his king's pawn, the White 
will place his queen at kings's knight's third square, and should the 
Black then bring his queen's knight out, the White must not take the 
adversary's queen's bishop's pawn, but should advance hb queen's 
bishop's pawn one square, being able, in a short time, to bring his 
pieces into play and arrange his game. 
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BLACK. WHITE. 

square, but should place his queen at king's bishop's 
third square. 

6. K. Kt. to ito 4th sq. Queen to K. Kt. 3d sq. 
attacking the adv. Q. 3 forcing the adversary to 
defend his king's pawn, upon which the White can 
play his king's bishop to queen's bishop fourth 
square, afterwards bringing his king's knight to 
bishop's third square or king's second square, by 
which he will be enabled to castle with an equal 
game. 

But if the Black, instead of retiring the attacked 
knight to its fourth square, had defended it by moving 
queen to adversary's king's rook's fourth square, the 
White, by advancing his king's knight's pawn one square 
would gain the adversary's knight; but if the Black 
should defend his knight, by moving his king's bishop's 
pawn two squares, the White, by placing his king's 
bishop at queen's bishop's fourth square, will prevent the 
Black from castling for some time, remaining likewise 
with a safe and better arranged game than his adversary. 
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The foUowing is the oth^r game which the Modenese 
has considered : the Defence against this method of open- 
ing a game is perfectly correct. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2* K. B. to Q. B. 4th sq. The same. 

3. Q. Pawn 2 sq. The White must not take 

with his king's pawn, hot, as his best move, takes 
the pawn with his king's bishop. 

4. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 

5. Q. B. Pawn 1 sq.* The White must not play 

his bishop to queen-s bishop's fourth square, but 
should retire it to queen's knight's third square. 

6. K.Kttoadv.Kt.4thsq.t K. Knight to R. 3d sq. 

7. Q. to adv. K. R. 4th sq. Queen to K. B. 3d sq. 



- * If the Black, at hit fifth or sixth move, had played his king's 
bishop to adversary's queen's knight's fourth square, the White, by 
moving his queen to king's bishop's third square, would maintain the 
pawn that has been given, having besides a good situation. 

f If the Blad^, at his sixth move, had placed his queen's bishop at 
adversary's king's knight's fourth square, instead of moving his king's 
knight there, the White must not cover with bis king's bishop's 
pawn, but should move his king's knight to bishop's third square, 
afterwards castling with a safe game and a pawn advantage. 
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remaining always with a pawn advantage, from 
wUch it follows that snch a game cannot be safely 
Tentnred against a good player* 



The foUowiDg is another Example of the aboTV Species 
of Game. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. The same. 

4. Q. Pawn 2 sq. The White most not take 

the pawn with his king's pawn or king's knight, 
but shonld take with the bishop; and on the Black 
advancing his queen's bishop's pawn one square, 
the White should retire his bishop to queen's 
kniglit's third square, certain of being able to 
maintain the pawn he has gained^ 
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The M odenese now gives the Defence against 
that species of game which is termed, by Stamma, 
the Bishop's Close Game." The Defence of 
the Modenese is confined to that Close Game " 
in which the Qneen's Bishop's Pawn is advanced 
one square, after the two King's Bishops have 
been moved to their fourth squares. The third 
move of the second player is one about which 
there certainly is considerable difficulty. I must 
candidly confess to the reader, that, if the move 
of the Modenese, viz. placing his Queen at 
King's Knight's fourth square, be not good, I 
am not acquainted with any other move which 
can enable the second player to free himself from 
some embarassment. The moving of Queen to 
King^s second square appears always productive 
of a slight inferiority of position, though, per- 
haps, not su4:h an inferiority as to induce the 
absolute loss of a game, even between players of 
first-rate skill. 
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The following is the Examination which the Modenese 
has given to this game. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2. K. B. to Q. B. 4th sq. The same. 

3. Q. B. Pawn 1 sq. The White must not now 

play the same as has been done by a careless 
writer,* because the Black, by advancing his 
queen's pawn two squares, will force the White to 
take with his king's pawn as his best move, after- 
wards taking the adverilary's king's bishop's pawn 
with his bishop, giving check and on the Whit^ 
taking the bishop with his king, the Black, by 
checking with his queen at adversary's rook's fourth 
square, would recover his piece with a better 
game. , 

Neither should the White move his king's knight 
to bishop's third square, as has been directed by 
other writers, for which I will afterwards gfive my 
reasons.f The move which I am going to give may 
appear rather extraordinary, it is 

* Captain Berlin, who wrote a small book containing a few games. 
+ The reason of its not being correct play for the White, at his third 
move, to bring his king's knight to bishop's third square, b, because the 
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Queen to adv. K. Kt. 4th sq. 
4. If the Black should advance his queen's pawn two 
squares, the White must take the ^versary's kind's 
knight's pawn with his queen, and on^ the Black 
bringing his queen to king's bishop's third square, 
the White must exchange queens, afterwards 
taking the adversary's queen's pawn with his king's 
pawn, remaining with a pawn advantage; there- 
fore, instead of playing the above, 
Q. moves to K. B. 3d sq. Queen to K. Kt. 3d sq. 



Black can advance his qaeen's pawn two squares; and. on the White 
taking, as his best move, with his king's pawn, the Black does not 
retake with his bishop's pawn, but rather advances his king's pawn 
one square, leaving the White the three following methods of .playing : 

1. Q. Pawn 2 sq. 

2. Queen to K. 2d sq. 

3. K. Knight to adv. K. 4th sq. 

Each of the above moves will either be pernicious to the White, or 
will (to use his own expression) draw him in gurgite vasto, from which 
he will have great difficulty in extricating himself. 
. Firstly— On the White moving his queen's pawn two squares, the 
Bfack must take the adversary's knight with liis pawn, and on the 
White taking the bishop with his pawn, the Black will mpve his queen 
to adversary's king's rook's fourth square attacking the bishop, after- 
wards taking the king's knight's pawn, breaking up his adversary's 
game. 
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5. If the Black now more his king's knight to rook's 
third square with the view of castling, the White 
mast bring liis king's knight to king^s seeond square, 
afterwards castling his king, and remaining with 9 
game not inferior to his adrersarj ; therefore, 
Black mores 

Knight to K. 2d sq. intending aflerwardf to advance 
his Q. P. 3 sq. Q. tawn 1 sq. 



With respect to the second-^n die V^nte mofiag fais qneen to 
king*8 second square the Black may do the same, forcing the adverse 
knight to retire to its own square, or he may take the adversary's pawn 
with his queen*s bishop's pawn, maintaining two pawns in the centre, 
to the depression of the adversary's game, which, however, would be 
tectious to demonstrate.' 

Respectiiig the thirdi^On the White moving his knight to adversary's 
king's fourth square the Black must take the adversary's king's bishop's 
pawn with his bishop^ giving check ; and on the White taking the 
bishop with his king, the Black roust again check with his queen at 
king's bishop's third square, forcing the White to cover with hit knight 
at bishop's third square, upon which the Black wiH take it with bis 
pawn, threatening to check either at adversary's king's rook's fourth 
sqaare or queen's fonrth square, having a better game than his adver- 
sary. From these foregoing observations it may be adduced that the 
White, at his third move, should not play king's knight to bishop's 
third square, which, to say the least, is full of danger, but ought 
rather to move his queen to king's knight's fourth square, which, in 
my opinion, will reduce the game to a perfect equality. 
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6. The Black would play badly were he now to advance 

his queen's pawn two squares, because the White, 
by moving his queen's bishop to adversary's king's 
knight's fourth square, would afterwards take the 
adverse knight and gain a pawn ; therefore. Black 
moves 

K. Pawn l sq. K. Knight to K. 2d sq. 

7. Q. Pawn 2 sq. The White must not take 

the pawn, because the Black would unite his pawns 
in the centre, but should retire the attacked bishop 
to queen's knight's third square. 

8. If the Black should take the king's pawn with his 

queen's pawn the White must retake : if the Black 
should castle, the White will do the same; but 
should the Black advance his queen*s pawn one 
square^ the White can then move his king's bishop's 
pawn two squares, having, in aay of the above 
methods of playing, a safe game. 
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QUEEN'S GAMBIT. 

The ModeDese, having closed his Observations 
on the Giuoco Piano and those Miscellaneous 
Games he has thought necessary to consider, 
begins his Regular Defence to the Queen's 
Gambit. 

BLACK. WHITE. 

1. Q. Pawn 2 sq. The same. 

2. Q. B. Pawn 2 sq. ^ Pawn takes P. 

3. K. Pawn 2 sq.* The same. 

* If the Black, at his third move, had moved his king's pawn one 
square instead of advancing it two, the White would have equally 
played his king's pawn two squares ; and if the Black had taken the 
king's pawn the White would have changed queens, regulating his 
play as above : if the Black, instead of taking the king's pawn, had 
taken the doubled pawn with his bishop, the White, by taking the 
adversary's queen's pawn with his king's pawn, would remain with au 
equal game; if, however, instead of playing the above moves, the 
Black had advanced his queen's pawn one square, the White would 
then move bis queen's bishop's pawn one square, and if the Black 
should defend the queen's pawn with his king's pawn, the White, by 
moving h'la king's bishop to queen's bisliup'b fourth square, would have 
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If the Black should take the doubled pawn with his 
king's bishop, the "White, by taking the adversary's 
queen's pawn with his queen, will remain with a pawn 
advantage and a better situation ; therefore he may 

1. Take the adversary's King's Pawn with his Queen's 

Pawn. 

2. Or, advance the Queen's Pawn one square. 

3. Or, check with his Queen at her Rook's fourth square. 



a good game ; or, in case of his defending with his king's bishop, by 
taldng the adverse pawn, the White will bring his king's knight to 
bishqp's third square, forcing the Black, in a few moves, either to 
lose a pawn or to give up the advantage of castling his king : lastly, 
if the Black should check with his queen at her rook's fourth square, 
the following moves would take place. 

BLACK. WHITE. 

3. K Pawn 1 sq. K. Pawn 2 sq. 

4. Queen to R. 4th sq. checking. Q. B. Pawn 1 sq. 

5. Q. Pawn takes K. P. Q. Kt. Pawn 2 sq. 

6. Queen to her B. 2d sq. Q. R. Pawn 1 sq. 

7. Q. R. Pawn 2 sq. Q. B. to Kt. 2d sq. 

8. R. Pawn takes P. Q. B. Pawn retakes White, 

having a better game than his adversary. 
If the Black should give the check with his queen at her rook's 
fourth square at the third instead of the fourth move, the White can 
cover with his queen's bishop's pawn, and on the adverse queen taking 
the doubled pawn the White may equally advance his king's pawn 
two squares. 
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Each Qf these three methods of fhymg, wi\k their 
prindpal movei, sbiUl be examiued. 

First. 

BliACK. WHITE. 

4. Q. Pawn takes P. Queen takes Q. checking. 

5. King takes Q. Q. Bishop to K. 3d sq. 

6. Q. Knight to Q. 2d sq.* Q. Kt. Pawn 2 sq. 

7. Q. R. Pawn 2 sq. Q. B. Pawn 1 sq. 

8. R. Pawn takes P. Q. B. Pawn takes P. 

9. Q. K^t. Pawn l sq. The White must not take 

or advance with his pawt^^ because the Black would 
take his other pawn with hi& king^s bishop, giving 
cheeky but must push his queen's rook's pawn two 
squares. 

10. Pawn takes Q. B. P. The White must not re- 
take, but should advance his pawn one square, 
having certainly a pawn less, but a much better 
game than his adversary, on account of having two 
passed and united pavms. 



* If the Blacky at hb sixth move, before biiuging his knight to 
queen's second square, had adv&oced his queen's rook's pawn two 
squares, the White would plfty his queen's faiabop's pawn one square, 
/ and on the Black moving his knight to queen's second square the 

White might advance his queen's knight's pawn two squares. 
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Secondly^. 

BLACK. WHITE. 

4. Q. Pawn 1 sq. The White most Dot at- 

tempt to support the given pawn, but must move 
his K. Bishop to Q. B. 4th sq. 

5. K. Bishop takes P. K. Knight to B. 3d sq. 

6. If the Black move queen's bishop to adversary's 

king's knight's fourth square, the White must take 
the adversary's king's bishop's pawn with his bishop, 
giving check; therefore he moves 
Q. to her B. 2d sq. de-^ 
fending the K. P. and I 

threatening to check \ K. to R. and R. to B. sq. 
with his K.B. at adv. I 
Q. K. 4th sq. J 

7. Q.B.toad.K.Kt.4thsq. Queen to her 3d sq. and 

the game is equal. 

Thirdly. 

4. Q. to her R. 4th sq. chg. Q. B. Pawn 1 sq. 

5. If the Black takes the doubled pawn with his bishop, 

the White will advance his queen's knight's pawn 
two squares, and if he should take with the queen, 
the White, by td^ing the adversary's queen's pawn 
with Ibis queen, would gain a pawn ; therefore, 

q2 
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BLACK. 



WHITE. 



Q. P. takes adv. K. P.'^ Queen to adv. Q. 4th sq. 
6. Q.takes the doubled P. Queen takes P. on K. file. 



7. K. Knight to B. 3d sq. 



The Q. moves to her B. 2d 
sq. and the game is even. 



The foregoing are the material moves in the Queen's 
Gambity which the Anonymous Modenese has given, and 
are fully sufficient to give the Amateur a game equal to 
the person who begins with this opening, without my 
giving any example beyond the one following ; viz. — 



1. Q. Pawn 2 sq. 

2. Q. B. Pawn2sq. 
8. K. Pawn 2 sq. 

4. Q. Pawn takes P. 

5. King takes Queen. 



The same. 

Pawn takes P. 

The same. 

Queen takes Q. 

Q. Knight to B. 3d sq. 



6. K. Knight to B. 3d sq.f Q. B. to ad. K. Kt. 4th i 



* Were the Black, at his fifth move, instead of taking either pawn, 
to advance his queen's pawn one square, the White must push his 
queen's knight's pawn two squares, afterwards taking the adversary's 
pawn with his queen's bishop's, remaining with two pawns advantage. 

f If the Black, at his sixth move, had advanced his king's bishop's 
pawn two squares, or played his queen's bishop to king's bishop's 
fourth square, the White would, in either case, have given check 
with his queen's bishop at adversary's kii^s knight's fourdi square, 
afterwards castling his king, with a game by no means inferior.— JSe/. 
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BLACK. WHITE. 

Q.BuihoptoK,B.4th8q. Castles^ giving check, and 
White has certainly as gopd a game as his adver- 
sary. 
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The following Letter of the M odenese may be 
of use to the Amateur on account of the exami- 
nation he gives to the openings of games. 

A Letter from the celebrated Anonymous Modenese to a 
Friend, respecting the Book of Mr, PhUidor. 

My dear Friend, 

I send you the account you require, 
concerning Mr. Philidor's book, entitled " Analyse des 
Echoes." It contains nine games, in which he invariably 
directs the White. In the two first, where the White 
has the move, he gives that sort of attack which he seems 
to prefer ; in the third and fourth he gives the move to 
the Black, in which he shows two different openings to 
be bad ; in the following four he gives the King's Gram- 
bit; and in the ninth, and last, the Queen's Gambit; 
finishing the Work with a beautiful demonstration of the 
victory of the bishop and rook against the rook, for 
which all our schools are indebted to this Frenchman, 
in which he has distinguished himself by a brilliancy 
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of ^hj that is ndt to be fovnd liis odIiimeiiiBemeiit of 
games. In these he might have spoken with le$s confix 
dence and more accuracy, as I shall distinctly point oat 
when I come to those methods of play which are opposed 
to our system, in the first disengagement of the pieces, 
dlnitting the remainder, which is either more easy to 
. HndeiBtand, or less important to observe. 

in the )Pk6t Game this is his tnodte of attack. 

WHITE. BLACK. 

1. k. Pa\m 2 sq. Thi^ iiame. 

K. Bishop to Q.fi.4th sq. The same, 
d. Q. B. Pawn 1 sq. K. Knight to B. 3d sq. 

4. Q. Pawn 2 sq. K. Pawti takes P. 

5. Q. B. Pawn takes P. 

It is a iktlixim of thils writer, that he who is strongly 
atladbed is always embarrassed ih his defence, as if the 
advantagid of the first move ottght not to cease at most 
in etgliteen moves/ as has been remarked by Marcus 
Aurriitts Severitius in the eighteenth chapter of his 
Theory of Chess^ In the present game» however, I 
really oailnot perceive the slightest embarrassment on th6 
part of the B)ack, who does not even want so many 
moves to destroy the mentioned advan|;age of the first 
moire ; if be will, kitnead of raring at the fifth, move 
th^biriiDp to quel's kiil^ht's third square, regulating him- 
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self according to the directions given in the First .Gkune 
of my Defence: thus — 

WHITE. BLACK. 

5. • • . « B. to adv. Q.K. 4thsq. chg. 

6. Q. Bishop to Q. 2d sq. -) ^. ^ , « , , . 

> Bishop takes B. checking* 
as the best move. ) 

7. Q. Knight takes B. Q. Pawn 2 sq. certain of 

taking off the adversary's king^s pawn^ and thereby 
depriving the White of the strength of his two 
pawns on the fourth file, upon which this author 
reliesy from which proceeds a perfect equality of 
game, so far as regards the pieces ; moreover^ the 
White will be inferior in position on account of 
having an isolated pawn on his queen's file. 

In the Second Game he begins with the same opening, 
bat supposes that the Blacky at the second move, instead 
of answering with the bishop to queen's bishop's fourth 
square, as he has done above, plays the queen's bishop's 
pawn one square, when the White, advancing his queen's 
pawn two squares, obtains a better position ; upon which 
I do not find any thing interesting or worthy .of your at- 
tention. 

In the Third Game he decides that after the two king's 
pawns have been pushed two squares, he who has the 
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move most not play the king's knight to bishop's third 
square, concluding that such a step would lose the attack, 
and he gives it to the adversary. 

It is truly admirable how the writer will discard the 
Guioco Piano Games, which have been approved of from 
age to age by the best chess-players in Europe: we may 
collect from this what influence the love of novelty has 
upon the mind of man. But let us come to the moves by 
which he proves his assertion. 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 

2. K.K.toB.3dsq.(move ^ ^ _ 

^ \ J Q. Pawn 1 sq. 
censured by Philidor.) y 

3. Ought to play his Q. P. 
2 sq. as the author sup- 
poses in his first Back | 
Game. 

4. Q. Pawn takes K. P. K. B. Pawn takes P. 

5. Kt. to adv. K. Kt. 4th sq. Q. Pawn 1 sq. 

The author prefers the situation of the White, and I 
prefer that of the Black, because, at the present move, 
the Black, instead of pushing the king's bishop's paWn 
two squares as he supposes, will advance the pawn to 
adversary's king^s third square, threatening at the same 
time to move the knight to adversary's bishop's second 
"square; on which the White must play his knight to 



K. B. Pawn 2 sq. 
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king'd rook'8 tfiird nqtiare; the Blaek \hm tldLe« ^ 
kiBg's rook's paim with Ms kmght ; ftfid if Hh^ WMle 

should take the knight with the rook, the Bkidfc tsi^ 
check at adversary's king's rook'6 fourth «quare» niuiing 
his opponent's game ; and if the White* imtead ef taking 
the kiiight with the rook, should take the king's pawn 
with his qneen's bishop, the Black should then take 
king's bishop with the knight; and, in cabe the White 
retakes with his king, he will lose the advasitage of 
Castling, having, besides, an isolated pawn; bat, shoald 
the rook take the knight, the Black, by taking adversary's 
king's kinght with qaeen's bishop, and afterwards check- 
ing at adversary's rook's fourth square, will gain a pawn, 
and a better position.. Whether the White has profited 
by the second move of the Black, I leave yon to deter- 
mine : for my own part I compare it to a man retnming 
from a combat in which he has been wotmded. 

The bold assertion that it is bad, at the second move, to 
play king's knight to bishop's third square, always surprised 
me, seeing that the author proves this by a worse move on 
the part of the White, as the second is, when he defends 
the king's pawn with the queen's pawn, instead of defend- 
ing with the queen's knight, as the best approved writers 
do. I call this move worse, inasmuch as it confines the 
king's bishop, which cannot speedily be placed in any 
attacking position, which it would be at qaeen's bishop's 
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fonrtii aqiuure ; and becanse it often happens that yon are 
obliged to push the queen's pawn two squares, for which 
object yon employ two moves, when one only might be 
sufficient; and, lasUy, because by defending with the 
queen's knight at bishop's third square you bring a piece 
into play, in a position to act much better than it certainly 
eould be supposed to do at its own square ; by which it is 
seen in practice, that he who defends, at the second 
move, his king's pawn with that of the queen, has at 
least a weaik and a confined game for a long time. Upon 
reasons similar to these the same move of Lopez was 
condemned by the most celebrated academies at Naples, 
who adopted that of the queen's knight; and I am satis- 
fied in my Treatise on the Defence to follow their steps. 

At the Fourth Game he pretends that he who plays 
first cannot, at the second move, push the queen's bishop's 
pawn one square, as, if he does, he loses the attack^ 
and probably the game. This assertion also is too bold, 
because 

BLACK. WHITE. 

1. K. Pawn 2 sq. The same. 



censured by Philidor.)3 
Here the Black should not take with the king's pawn^ 
as that author supposes to be his best move, but should 
play king's knight to bishop's third square, upon which. 



2. Q.B. Pawn isq. (move 




Pawn 2 sq. 
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if the White take the king's pawn with the qo^en's^ the 
Black should check with his qaeen at her rook's ' fourth 
square; taking afterwards the doubled pawn either with 
the queen or king'^ knight, according as the White may 
play; but if the White^ instead of taking the king's 
pawn with the queen's, should play queen's bishop to 
adversary's king's knight's fourth square, the Black will 
take the queen's pawn with his king's; and, on the White 
retaking with his queen, or otherwise advancing the 
king's pawn, attacking the knight, the Black will still 
give the same check with the queen at rook's fourth 
square ; and if the White, in the first case, should cover 
the check with the queen at her second square, the Black 
must bring his king's bishop to adversary's queen's 
knight's fourth square; and, on the White's moving 
queen's bishop's pawn one square, the Black must take 
the king's pawn with his knight, by which he will remain 
With a better game ; but if the White, instead of cover- 
ing the check with the queen at her second square, should 
cover with the queen's bishop, which' would be his best 
move, the Black must withdraw the queen to her bishop's 
fourth square, offering the exchange of queens with a 
certainty of being able to push his queen's pawn two 
squares, without losing any thing in position ; from which 
it may be supposed that the above author in asserting 
the probable loss of the Black, in consequence of his 
second move, foretels an unmerited defeat. Rui Lopez, 
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a celebrated Spanish writer, made use of the same move ; 
and Carrera, who has rigidly criticised it, has found no 
reason for Condemning it. 

At the Fifth Game he plays the King's Gambit, 
making a remark, in a note under the Letter (L), that 
** Cette partie fait voir qu'un Gambit bien attaqa6, et 
bien defenda n'est jamais une partie decisive de cot6 
ni d' autre." So the author reasons, supposing that he 
who plays the Gambit recovers the pawn, which is given ; 
but as this supposition does not hold good, even upon 
his ovm defence, we may repeat with the poet, 

Gamhitto a' Giuocator farsi non lice. 
The following are the moves given by Philidor: — 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. B. Pawn 2 sq. Pawn takes P. • 



3* K. Knight to B. 3d sq. K. Kt. Pawn 2 sq. 
4. K. B. to Q. B. 4th sq. K. B. to K. Kt. 2d sq. 



8. Queen to K. 2d sq. These moves are correct ; 

the great mistake consists in the coming move of 
the Black, who plays the queen's bishop to adver- 



5. K. R. Pawn2 sq. 

6. Q. Pawn 2 «q. 

7. Q. B. Pawn'l sq. 



K. R. Pawn l sq. 
Q. Pawn 1 sq. 
The same. 
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sale's kingfs knight fourth square, atlowiiig the 
White to push his king^s knight's pawu one square^ 
and thereby break up the game in such a manner 
that in a few moves he recovers his pawn as the 
author demonstrates; but if the Black, instead 
of playing the queen's bishop to adversary's king's 
knight's fourth square, were to play his queen to 
king's second square, the White could never regain 
his pawn ; for^ if he should play his king's knight's 
pawn one square, the Black pushes his knight's 
pavm to adversary's king's knight's fourth square ; 
and upon the White removing, as his best . move, 
the attacked knight, the Black will advance the 
Gambit pawn to adversary's king's bishop's third 
square, always remaining with a pawn more, as he 
would were his adversary to attempt any other 
method of attack, with which advantage I affirm 
that with careful play he must win. 

At the Sixth Game he gives another Gambit, in which 
the White, at the third move, instead of plajring the 
knight to bishop's third square^ plays king's bishop to 
queen's bishop's fourth square. No player can possibly 
be persuaded that such a Gambit can be good, and much 
less can it be understood why the author puts a defence 
in the hands of the Bkck which allows the White to win, 
when this game according to him is not decisive. The 



I 
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defeaca» which is given by Salvio at the Twe»t]f^second 
Ch^ptec of his Fourth Book, will give yon rather more 
spUd information. 

At the Seventh Game he gives a third Gambit, in which 
the defending player does not take the offered pawn ; 
upon which I shall say nothing, as it would be trouble 
without instruction. 

» 

At the Eighth Game he gives a fourth Gambit, known 
by the name of Cunningham, the moves of which, on 
account of their brilliancy, I deem worthy of your atten- 
tion. 

WHITE. BLACK, 

1. K. Pawn 2 sq. The same. 

2. K. B. Pawn 2 sq. Pawn takes P. 

3. K. Knight to B. 3d sq. K. Bishop to K. 2d sq. 

4. K. B. to Q. B. 4th sq. K. B. to ad. R.4th sq. chg. 
6. K. Kt. Pawn interposes. Pawn takes P. 

6. Castles with K. to Kt. >k 



tory to the White; but Philidor, with more reason, 
thinks the Black should win. If, however, the 
White on castling, instead of placing the king at 



and R. to B. sq. ac- 
cording to the custom 
of those countries. 




7. King to R. sq. 



Cunningham gives the vie- 
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the knight's square^ should castle with the king at 
the rook's sqaare^ according to the Italian method; 
in the latter case I should rather agree with Cnn- 
ningham; from which it follows that the king's 
Gambit might be played in case the adversary made 
use of this defence ; but not having always this 
security/ 1 subscribe to the opinion of the celebrated 
Philip Stamma^ of Aleppo^ who thinks that every 
one should abstain from playing it^ being of itself 
disastrous^ except when you have the good fortune 
to meet with a player who is only a player in 
name. 

At the Ninth and last Game he gives the Queen's 
Gambit with its defence. It is similar to mine in the first 
and essential moves ; differing however^ as it proceeds, in 
a few immaterial points. 

By what has been hitherto said, you will observe that 
the greater part of those maxims which Philidor ap- 
proves or condemns in the opening of games, fail in their 
pretended success; and I should consider myself wanting 
in that sincerity which I owe to my own character if I should 
recommend you to follow his advice, the fallacy of 
which I have slightly touched upon, knowing that your 
quick discernment requires only a hint to perceive them. 
Give me, among other conmiands, new proofs of your 
friendship, and it will always be my endeavour to show 
myself your — '-^ 



MISCELLANEOUS GAMES. 



MISCELLANEOUS GAMES, 



M08T OJf WHICH 

HAVE OCCURRED IN PRACTICE. 



Before I give the following Games I know 
not whether it may or may not be necessary to 
request the indulgence of amateurs for those 
which have been the result of actual play. To 
persons best acquailited with the dilSculty of 
going through the varieties of an intricate game, 
1 am sure 1 need make little or no apology, — 
their own experience must have told them how 
few games there are that have been played ^hich 
are free from one, two, and, I might say, even 
three mistakes. — To the other part of amateurs 

R 2 
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I have but this request to make, that they come to 
no sweeping condemnation; they may rest satisfied 
that, amid the following games, there are some 
well entitled to their attention and respect. 



Those games to which an asterisk is affixed, have been 
^tually played. 

6IUOCO PIANO. 
First 6ame.(*) 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Kt. to B. Sdsq. 

3. K.B.toQ.B.4thsq. 

4. Q. B. Pawn l sq. 

5. Castles. 

6. Q. Pawn 1 sq. 

7. Q. Bishop to K. 3d sq. 

8. K. R. Pawn l sq. 

9. Q» Knight to Q. 2d sq. 



BLACK. 

The same. 

Q. Knight to B. 3d sq. 
The same. 
Queen to K. 2d sq. 
Q. Pawn 1 sq. 
Q.B.toadv. K.Kt4th8q. 
K. Bishop to Q. Kt. dd sq. 
Q. Bishop to K. R. 4th sq. 
K. Knight to B. 3d sq. 



GAME O 

WHITE. 

10. Queen to K. sq. 
. 11. K. Knight to R. 2d sq. 

12. K.B. Pawn2sq. 

13. Qneen takes B. 

14. Rook takes P. 

15. K. B. to Q. Kt. 3d sq. 

16. Knight takes P. 

17. Rook takes Kt. 

18. Q. Pawn 1 sq. 

19. Q. Rook to K. sq. 

20. Queen retakes. 

21. Qneen to K. B.4th sq. 
.22. K. Kt. to B. 3d sq. 

23. Pawn takes Kt. 

24. K. Knight to R. 4th sq. 

25. Queen to K. 3d sq. 

26. Q. to adv. K. 2d sq. 

27. Rook takes Q. 

28. Kt. to ady. K.B. 4th sq. 

29. knight to K. 3d sq. 

30. Knight to K. Kt. 4th sq. 

31. R. takes adv. Q. B^ P. 

32. Knight to K. 3d sq. 

33. R. to adv. Q. R. 2d sq.t 

34. Knight to its 4th sq. 

35. Pawn takes P. 
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BLACK. 

Castles with his Rook. 

King to R. sq. 

Bishop takes B. checking. 

Pawn takes P. 

Q. Pawn 1 sq. 

Pawn takes P. 

Knight takes Kt. 

Queen to her 2d sq. 

Q. Rook to K. sq. 

Rook takes R. 

Q. B. to K. Kt. 3d sq. 

Q. Knight to R. 4th sq. 

Knight takes B. . 

K. B. Pawn i sq. 

B. to adv. Q. B. 2d sq. 

Bishop takes P. 

Queen takes Q. 

Rook to Q. B. sq. 

K. Kt. Pawn l sq. 

Q. Kt. Pawn 2 sq. 

Rook to K. B. sq. 

Q. R. Pawn 2 sq. 

K. B. Pawn l sq. 

K. B. Pawn 1 sq. 

K. B. Pawn 1 sq. 

Rook takes P. 
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WHITE. BLACK. 

36. Rook takes adv. R. P. Q. Kt. Pawn 1 sq. 

37. King to Kt. 2d sq. Q. Kt. Pawn takes P. 

38. King takes R. Q. Kt. Pawn takes aciv. 

Kt. F. and White gave 
up the game. 

This game would have been drawn had it not been for 
the inconsiderate play of the White at his thirty-eighth 
move. 



Second Game. (♦ ) 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. Bishop to Q.B. 4th sq. 

4. Q. B. Pawn 1 sq. 

5. Castles. 

6. Q. R. Pawn 2 sq. 

7. King to R. sq. 

8. Q. Pawn 1 sq. 

0. Q. Bishop to K. 3d sq. 

10. Bishop takes B. , 

11. K. Knight to i1» sq. 

12. K. R. Pawn 1 sq. 



BLACK. 

The same. 

Q. Knight to B. 3d sq. 

The same. 

Queen to K.^ 2d sq. 

Q. Pawn 1 sq. 

The same. . 

K. Knight to B. 8d sq. 

Castles. 

K. Bishop to Q. R. 2d sq. 
Rook takes Bishop. 
K. Kt. to adv. Kt. 4th sq. 
Q. to adv. K. R. 4th sq. 



GAME OF 

WHITE. 

13. Queen to K. B. 3d sq. 

14. K. Knight to K. 2d sq. 
15- K. Pawn takes P. 

16. K. Kt. to its 3d sq. 

17. Knig^ht takes B. 

18. Queen takes K. Kt. 

19. King to Kt. sq. 

20. Pawn takes Q. 

21. King takes Kt. 

22. Q. Knight to Q. 2d sq. 

23. Bishop to Q. Kt. 3d sq. 

24. Rook to K. sq. 

25. K. B. Pawn 2 sq. and 
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BLACK. 

King to R. sq. 
K. B. Pawn 2 sq. 
Q. Bishop takes Pawn. 
Q. Knight to K. 2d sq. 
Knight takes Kti 
Kt. to adv. Kt. 3d sq. chg. 
Queen tak^s Q. 
Knight takes R, 
Q. B. Pawn 1 sq. 
Q. Pawn 1 sq. 
K. Rook to B. 3d sq. 
Rook to K. 3d sq. 
lack gave up the game. 



Third Game. ( *) 



WHITE. 

1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. 

4. Q. B. Pawn l sq. 

5. Castles. 

6. King to R. sq. 

7. Q. Pawn 2 sq. 



BLACK. 

The same. 

Q. Knight to B. 3d sq. 

The same. 

Queen to K. 2d sq. 

Q. Pawn 1 sq. 

K. Knight to B. 3d sq. 

K. Bishop to Q. Kt. 3d sq. 
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WHITE. 

8. Q.B.toadv.K.Kt.4thsq. 

9. K. R. Pawn 1 sq. 

10. Queen takes B. 

11. Bishop to adv. Q.4thsq. 

12. Bishop takes adv. K.Kt 

13. Q. to adv. K. B. 4th sq. 

14. Bishop to Q. Kt. 3d sq. 

15. Knight to Q. 2d sq. 

16. Pawn retakes. 

17. Knight to Q. B. 4th sq. 

18. Pawn takes Kt. 

19. K. B. Pawn 2 sq. 
'20. Q. to adv. K. R. 4th sq. 

21. K. Pawn 1 sq. 

22. K. B. Pawn 1 sq. 

23. K. Pawn 1 sq. 

24. Pawn takes P. chg. 

25. Q. Rook to K. sq. 

26. Knight takes B. 

27. Rook takes P. 

28. Rook takes Q. 

29. King to R. 2d sq. 

30. Qneen to K. 2d sq. chg. 



BLACK. 

The same. 
Bishop takes Kt.* 
Pawn takes P. 
Q. Knight to K. 4th sq. 
Pawn takes B. 
Q. B. Pawn 1 sq. 
Knight to adv. Q. 3d sq. 
Pawn takes P. 
Knight to Q. B. 4th Hq. 
Knight takes B. 
Bishop to Q.B. 2d sq. 
Queen to K. 3d sq. 
King to Q. 2d sq. 
Q. Pawn 1 sq. 
Queen to K. sq. 
Pawn takes P. 
Queen takes P. 
Bishop to K. 4th sq. 
Pawn takes Kt. 
Q. Rook to K. B.sq. 
Rook takes R. chg. 
King takes R. 
nd White must win. 



* The Black should have retired his queen's bishop to the king's 
rook's fourth square. 
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Fourth Gamb. (*) 



WHITE. 



1. K. Pawn 2 sq. 

2. K. Knight to B. 3d sq. 

3. K. B. to Q. B. 4th sq. 

4. Q. B. Pawn l sq. 

5. Q. Pawn 2 sq. 

6. K. Pawn 1 sq. 

7. K.B.toady.Q.4thsq. 

8. K. Bishop takes adv. \ 

K.B.P. chg. ) 

9. Knight to adv. K. Kt. *> 

4th sq. chg. J 

10. Q. to her Kt. 3d sq. chg. 

11. K. Pawn takes fenj 

I* > 



BLACK. 

The same. 

Q. Knight to B. dd sq. 
The same. 

K. Knight to B. 3d sq. 
Pawn takes P. 
K. Kt. to adv. K. 4th sq. 
K. Kt. takes adv. K. B. P. 

King takes B. 

King to Kt. sq.^ 
Q. Pawn 2 sq. 



peasant J discovering > Q. Bishop to K. 3d sq. 



i 

check. J 
12. Qaeen takes B. chg. 



King to B. sq. 



13. Qaeen to adv. K. B. 2d sq. and checkmates. 



* Black plays ill here ; the king ought to have been placed at its own 
square, and the White would have lost the game by having ventured 
to take the adversary's king's bishop's pawn with his bishop, (which is, 
undoubtedly, a bad move,) instead of taking the adverse knight, at 
the eighth move, with his king. 
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Fifth Game. (* ) 



WHITE. 

1. K. Pawn 2 sq. 

2. K. B. toQ. B.4thsq. 

3. Q. B. Pawn 1 sq. 

4. K. Knight to B. 3d sq. 
•5. Castles. 

6. Q. Pawn 2 sq. 

7. Q.B.toady.K.Kt.4thsq. 

8. Q. Knight to Q. 2d sq. 

9. Pawn takes P. 

10. Queen to Kt. 3d sq. 

11. K. Pawn 1 sq. 

12. K. Knight takes P. 

13. Q. Rook to K. sq. 

14. Q. Knight to K. 4th sq. 

15. K. Kt. takes adv. B. P. 

16. Q. Kt. takes Kt. 

17. Rook takes B. 

18. B.checksatadv.R.3dsq. 

19. Rook gives checkmate. 



BLACK. 

The same. 

The same. 

Queen to K. 2d sq. 

Q. Pawn 1 sq. 

K. Knight to B. 3dsq. 

K. Bishop to Q. Kt. 3d sq. 

The same. 

Pawn takes P. 

Bishop takes P.* 

Bishop to Q. Kt. 3d sq. 

Pawn takes P. 

Q. Bishop to K. 3d sq. 

Castles. 

K. Rook to K. sq. 
King to B. sq. 
Pawn takes Kt. 
Queen takes Kt. 
King to Kt. sq. 



• The Black loses the game by this move : the White plays uncom* 
monly well. 
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The following is a species of game that varies 
from the Giuoco Piano at the third move of the 
first player : I shall call it by that name which 
among some players in England it is already 
known by, 

" THE QUEEN'S PAWN TWO GAME." 

On the propriety or elegance of this appella- 
tion I can have little to say in defence ; it is suffi- 
cient for me to be enabled to apply a specific 
name to a rather uncommon opening, by doing 
which, incorrectness of description will be 
avoided by having, at least, some established 
term to refer to. 

The following game having been actually 
played shall precede any observations on the 
defence ^ given by the Anonymous Modenese 
against this method of commencing a game. 



WHm. BLACK. 

1. E. Pawn 2 sq. The same. 

2. K. Knight to B. dd gq. Q. Knight to B. 3d sq. 



252 TREATISE 

WHITE. 

3. Q. Pawn 2 sq. 

4. K. B. to Q. B. 4th sq. 

5. K. Kt. to adv. Kt. 4th sq. 

6. K. Bishop takes adv. i 
• K. B. P. chg. 5 

7. K. Knight takes Kt. ^ 

8. Pawn interposes. 

9. Pawn retakes. 

10. Q. Knight takes B. 

11. Q. to adv. Q. 4th sq. chg. 

12. Q. B. to R. 3d sq. chg. 

13. K. Pawn 1 sq. 

14. K. Pawn takes Pawn. 

15. K. Pawn takes adv. j 

Q. B. P. discover- > 
ing check. J 

16. Q. Knight takes Q. 
17., Castles .with his Rook. 
IB. Q. B. to adv Q. 3d sq. 

19. Q. B. to K. Kt, 3d sq. 

20. Q. Rook to Q. sq. 

21. K. Rook to K. sq. chg. 

22. Q. Rook takes B. 

23. Q.R.toadv.Q.R.4thsq. 

24. Q.R.toadv.Q.B.4thsq. 



ON THE 

BLACK. 

Pawn takes P. 
The same. 

Q. Knight to K. 4th sq. 

Q. Knight takes B. 

K. Bishop to adv. Q. Kt 

4th sq. chg. 
Pawn takes P. 
K. B. takes adv. P. chg. 
King takes Kt. 
King to his B. sq. 
Q. Pawn interposes. 
Queen to K. Kt. 4th sq. 
Qaeen takes Q. 

King to B. 2d sq. 

Q. Bishop to Q. 2d sq. 
Q. Rook to its B. sq. 
King to his dd sq. 
Q. Bishop to its 3d sq. 
Bishop takes Kt. 
King to his B. 3d sq. 
K. Knight to R. dd sq. 
Knight to K. B. 4th sq. 
Knight takes B. 



^ King to his sq. 
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WHITE. BLACK. 

25. K. R. Pawn takes Kt. King to B. 2d sq. 

26. K. Rook to Q. sq. K. Rpok to K. sq. 

27. E. R. to adv. Q. 9d sq. K. Rook to K. 2d sq. 

28. Q.Rook to adv. K. B. 

4th sq. chg. 

29. K.R. to adv. Q. sq. chg. Rook takes R. 

30. Q. Rook to adv. K.B. i 

> King takes R. 
sq. chg. ) 

31. Pawn takes R. and goes to Q. giving check, &c. 

In the preceding game the principal error of the player 
of the defence consists in playing, at his fifth move, the 
queen's knight to king's fourth square. I certainly agree 
with the Anonymous Modenese in supposing that the 
pawn cannot be defended without risking the game, 
although I do not think he has been so successful in the 
defence he gives against this opening as he hacr been 
to those which establish his reputation; I mean the 
Giuoco Piano. 

The following is the Defence given by him. 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 
S. Q. Pawn 2 sq. 

At this point of the game the Modenese directs the 
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f second player to take the offered pawn with his queen's 
knight. I object to this move, not because it can actually 
be proved to entail defeat, but because the White, by 
taking the adverse knight with his king's knight, and 
afterwards placing his queen at her fourth square, will, 
(if the situation of the game be considered,) remain with 
a much better position than his adversary. In the first 
place, the White has the queen and his king's pawn in the 
middle of the board, the former of which cannot be dis- 
placed unless the second player make a feeble move, viz. 
queen's bishop's pawn two squares. Secondly, the power 
of action, i.e. the number of squares which the pieces of 
the White command is in favour of the first player ; and, 
lastly, the White can castle his king and secure his game 
sooner than his adversary. There is nothing in Chess so 
extremely difficult as the proving from any weak move of 
your opponent the absolute loss of a game, more espe- 
cially when one or two minor pieces have been exchanged, 
the great force of the queen frequently rendering any 
determinate calculation next to impossible; the only 
method we can have of approaching demonstration is to 
show that the one player has apparently a more confined 
game than his adversary. This having, as I think, 
been already done, it is unnecessary for me to consider 
whether the White may or may not take the adverse 
king's pawn with his king's knight, instead of taking, as 
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I should direct, the adversary's queen's knight with his ^ 
king's knight. 

The following is the Defence, together with its Varia- 
tionSy that I am disposed, after considerable time passed 
in its examination, to recommend to amateurs. 



WHITE. 



BLACK. 



1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq 

3. Q. Pawn 2 sq. Pdwn takes P.* 

4. K.BishoptoQ.B.4thsq. The same. 

5. K.Kt. to adv. Kt. 4th sq. K. Knight to R. 3d sq. 

6. K. Bishop takes adv 

K. B. P.chg.f 

7. Knight takes Kt. 

8. Q.toad.K.R.4th sq. chg 

9. Qaeen takes B. 



1 



K. Knight takes B. 

King takes Kt. 
K. Kt. Pawn l sq. or (A) 
Queen to K. 2d sq. 

10. If the White Q. give check at the adverse Q. 4th 

sq. the Black, by interposing his Q. at his K. 3d sq. 
will force the White to exchange Queens ; therefore, 

11. Queentoher B.4thsq. 

chg. or ( B ) 



I Q 



ueen to K. 3d sq. 



* This move has been censured by the Anonymous Modenese. 
t If the White had castled, the Black should move his queen's 
knight to kmg's fourth square, attacking the adverse bishop. 
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WHITE. BLACK. 

12. Queen to K. 2d sq. Q. Pawn 2 sq. 

13. K. Pawn takes P. Queen takes Q. chg. 

14. King takes Q. Q. Kt. to adv. Kt. 4th sq. 

16. Q. Knighty as the best, \ 

> K. Rook to K. sq. chg. 
moves to R. 3d sq. 1 

# 

la.King to Q. sq. Q. Knight takes P. on Q. 

file, and Black has foil 
as good a game as his 
adversary. 

Variation (A) 
Commeucing at the eighth move of the second player. 

WHITE. BLACK. 

8 • King to B. sq. 

9. Queen takes B. chg. Quecu to K. 2d sq. ' 

10. If the Q. should move to adv. K. B. 4th sq. giving check, 

the Black must move K. to his own sq. and if the White 
Q. should move along the line where she now is, the 
Black, hy pushing his Q. P. 2 sq. and afterwards moving 
bis Q. Kt. to adv. Kt. 4th sq. will remain with a better 
game than his adversary. The White, therefore, takes 
the adv. Q. giving check. 
King takes Q. 

11. Q.B.toad.K.Kt.4thsq.chg. King to his own sq. 

12. Castles. Q. Pawn 1 sq. 

13. K. B. Pawn 2 sq. Q. Bishop to K. 3d sq. 

14* If the White advance his K. P.. 1 sq. the Black, by moving 
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WHITE. . BLACK. 

his Q. B. to adv. Q. B. 4th sq. attacking the R, and 
afterwards placing his K. at the Q. 2d sq. will remain with 
as good a game as his adversary ; therefore. White moves 
Q. Knight to Q. 2d sq. King to K. 2d sq. 
. K. B. Pawn I sq. Q. Bishop to K. B. 2dsq.and 

the game is equal. 

(B.) 

Commencing at the tenth move of the first player. 

. Queen takes Q. Q. Knight takes Q. 

. King castles, or ( C ) Q. Pawa 1 sq. 

. K. B. Pawn 2 sq. Q. Bishop to Q. 2d sq. and 

the Black's game is quite as 
safe as the White's. 

(C) 

Q. B. to adv. K. Kt. 4th sq. Q. Pawn 1 sq. 
. Castles. Q. Bishop to K. 3d sq. 

K. B. Pawn 2sq. Q. Bishop to adv. Q. B. 4th 

sq. and the game is equal. 

Saving now given what I conceive to be the best 
'ence against this method of commencing a game, it 
lains for me to notice, one which is recommended by a 
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foreign gentleman whose skill in this game is certainly 
entitled to the highest respect. 

The following is the Defence given by him. 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 

3. Q. Pawn 2 sq. K. B. Pawn 1 sq. 

In this situation of the game the object of the White 
player most be to prevent the advance of the pawns from 
the adversary's king's side, which the second player will 
endeavour to do by moving his king's knight's pawn one 
square ; the first player must be careful not to take the 
adversary's king's pawn with his queen's: the move I 
should recommend in the present situation would be 
king's bishop to queen's bishop's foarth square^ by doing 
which the game of the White appears, to say the least of 
jt, rather confined, the Black being forced, at the coming 
move, to play his king's knight to king's second square. 

There is another Defence that I have sometimes seen 
used by players, it is not, however, safe, as the following 
example may prove. 



WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq. 
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WHITB. BLACK. 

3. Q. Pawn 2sq. Thb 8AMB. 

The first player may now gain a pawn ; it is, however, 
better play to pursue the following course. 

4. K. Knight takes P. Knight takes Kt. 

5. Pawn takes Kt. Q. Pawn takes P. 

6. Queen takes Q. chg. King takes Q. 

7. Q. Knight to B. 3d sq. White haying a better game 

on account of being able to bring his pieces into 
greater action than his adversary. 



at 
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KING'S PAWN ONE GAME. 

I NOW proceed to the consideration of a game 
which has been hastily passed over as bad. by 
almost every writer on Chess; I say hastily, 
because they have evidently not given it that 
attention which its intricacy undoubtedly de- 
serves: it is a game entirely of position, and, 
consequently, one of extreme difficulty. The 
attack, which is thrown into the hands of the 
second player, when the first endeavours to 
maintain his king's and queen's pawns in the 
centre, is a singular feature in it. I shall, in the 
first place, apprize the amateur of those mistakes 
which he would be most likely to commit by an 
incautious advance of his pawns ; afterwards 
giving that method of play ^ which I conceive 
to be the best when the second player ad- 
vances, at his first move, his king's pawn one 
square. 
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First Game. 

WHITE. BLACK* 

1. K: Pawn 2 sq. JSC. Pawn 1 sgr.* 

2. Q. Pawn 2 sq. The same.f 

3. K. Pawn 1 sq.t Q. B. Pawn 2 sq. 



• This move is played with a view of frustrating that attack which 
the first move gives. 

f Captain Bertin, in his small work on Chess, gives this move, and 
he is, I helieve, the only writer who has noticed this method of play : 
the game he gives is not, however,' well played. 

X It is almost unnecessary to ohserve that the first player may 
remain with his move by taking the adversary's queen's pawn ; the 
king's pawn is, however, advanced with the view of con6ning the 
adversary's game. It will be seen, by the sequel of this examination, 
how impossible that attempt must prove when the king's, queen's, and 
king's bishop's pawns have been advanced two squares : the re^on of 
this apparent contradiction to what is generally considered a funda- 
mental law of the game, (I mean establishing the pawns in the centre 
of the board,) may be shortly explained : — the White, in following 
one rule^ overlooks another of perhaps not less importance, the 
proper developement of fiis pieces it will be seen by those games in 
which all the centre pawns are advanced, how extremely feeble and 
constrained the position of the White is in comparison with that of 
the Black, the first player being in that situation wbich uniformly 
attends on all weak games, ata loss for a nuweJ* 
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wHin. 
4. Q. B. Pawnlsq. 
6. K. B. Pawn 2 sq. 

6. E. Knight to B. 8d sq. 

7. K.BiBhop to K.'2d sq. 

8. Castles.* 

9. Pawn takes P. 

10. K. Knight takes Kt. 



BLACK. 

Queen to her Kt. 8d sq. 

Q. Knight to B. 8d sq. 

Q. Bishop to Q. 2d sq. 

K. Knight to B.8d8q. 

Pawn takes P. 

Q. Knight takes P. 

K. Knight to K. B. 4th sq. 
and Black will, recover 
his piece with a better 
game and a P. more. 



Second Gam^, 



.BUCK. 

1. K. Pawn 2 sq. K. Pawn 1 sq. 

2. Q. Pawn 2 sq. The same. 

8. K. Pawn 1 sq. Q. B. Pawn 2 sq. 

4. Q. B. Pawn 1 sq. Queen to Kt. 8d sq. 

6. K. B. Pawn 2 sq. Q. Knight to B. 8d sqi 

6. K. Knight to B. 8d sq. Q. Bishop to Q. 2d sq. 



The White loses a pawn by this move. 
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WHITE. BLACK. 

7. Q. Kt. Pawn 1 sq. Q. Rook to Q. B. sq. 

8. Q. Bishop to K. 3d sq. K. Knight to R. dd sq. 

9. K. B. to K. 2d sq. or (A) K. Knight to B. 4th sq. 

10. Q.B. to K.B.2dsq. or(B) Q. B. Pawn takes P. 

11. Pawn takes P. Q. Knight takes P. 

12. K. Knight takes Kt. K. Bishop to Q. B. 4th sq. 

13. K. Knight takes Kt.' K. Bishop takes B. cbg. 

14. King to B. sq. K. Pawn takes Kt. and the 

Black will win ; for^ should the White Q. take the 
adverse Q. P. the game would be lost in a few 
moves; thus, 

15. Queen takes adv. Q. P. R. to adv. Q. B. sq. chg. 

16. Bishop interposes. Rook takes B. chg. 

17. Queen takes B. Q. Bishop to Q. Kt. 4th 

sq. chg. wiiming the ad- 
verse Q. &c. 

Variation (A) 
. ComiDencing at the ninth move of the White. 

• BLACK;. WHITE. 

9. K. Bishop to Q. 3d sq. Q. B. Pawn takes P. 
1 0. Pawn takes P. Q. Knight to adv. Kt. 4th sq, 

and the Black has a much 
better game than his adver- 
sary; the White having 
really nothing to play. 
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Beginniog at the ten 

WHITE. 

10. Queen to ber 8d tq. 

11. Qoeen takes Kt. 

12. Pawn takes P. 
18. Queen tokes Kt. 

14. K. Bishop interposes. . 



move of the White. 

BLACK. 

Knight takes B. 

Pawn takes P. 

Q. Kt. takes P. 

R. to adv. Q. B. sq. chg. 

K. Bishop to adv. Q. Kt.4tb 
sq. chg. and the White must 
lose the exchange at least 



The following method of play is certainly safer than 
advancing all the centre pawns, by doing which the first 
player has a confined and difficnlt game to- condnct, 
while his antagonist remains ready to take advantage 
of the thousand errors he is liable to commit. In the 
following game, where the king^s knight is played to 
king's bishop's third square, it will be seen that, although 
the first player gets rid of those attacks which an incau- 
tious advance of all bis centre pawns may subject him to, 
yet still there seems nothing, at any time, preferable in 
the situation of the White to that of the Black ; and I 
am afraid I must reluctantly confess that the Black, 
in playing his king's pawn one square, as a defence 
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against the attack which the first move is generally sap- 
posed to gire, does not play ill. 

Third Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. Q. Pawn 2 sq. 
3* K. Pawn 1 sq. 

4. Q. B. Pawn 1 sq. 

6. K. Bishop to Q. 3d sq. 

6. K. Knight to B. dd sq. 

7. K.BishoptoQ.B.2dsq. 

8. Pawn takes P. 

9. Q. Knight to B. 3d sq. 

10. Qneen takes Kt. 

11. Q. Bishop to K. 3d sq. 

12. Qneen to K. 2d sq. 

13. King takes Q. 

14. Q. Rook to B. sq. 
16. Pawn takes Kt. 

16. Pawn on K. file 1 sq. 

17. Q. Knight takes P. 

18. Rook takes R. 

19. Kt. to adv. Q.B. 4th sq. 

20. Rook takes B. 

21. Pawn takes B. 



BLACK. 

K. Pawn 1 sq. 

The same. 

Q. B. Pawn 2 sq. 

Qneen to Kt. 3d sq. 

Q. Knight to B. 3d sq. 

Q. Bishop to Q. 2d sq. 

Pawn takes P. 

Q. Kt. to adv. Kt. 4th sq. 

Q. Knight takes B. chg. 

Qneen to R. 3d sq. 

K. Knight to K. 2d sq. 

Qaeen takes Q. 

K. Knight to B. 4th sq. 

K. Knight takes B. 

Q. Rook to B. sq. 

Pawn takes P. 

Rook takes R. 

Q. Bishop to its 3d sq. 

Bishop takes Kt. 

Bishop takes Kt. chg. 

King to Q. 2d sq. 
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WHITE. 

22. King to Q. 3d sq. 
28. Rook takes R. 
24. K. B. Pawn 1 sq. 



BLACK. 

Rook to Q. B. sq. 

King takes R. 

King to Q. B. 2d sq. and 
the game mast be drawn 
if both players move cor- 
rectly. 



Fourth Gamb. 

The snbseqnent moves of the first player may be worth 
the attention of amatenrs. 



WHITE. . 

1. K. Pawn 2 sq. 

2. K. ^ Pawn 2 sq., . 

3. K. Pawn.l sq. 

4. K. Bishop to adT« Q. 

Kt. 4th sq. chg. 
6. K. Bishop takes Kt. chg. 

6. Q. B. Pawn 2 sq. 

7. Qaeen to R. 4th sq. 

8. Q. Knight to R. 3d sq. 



' BLACK. ' 

K. Pawn l.sq. 
Q. Pawn 2 sq. 
Q. B. Pawn 2 sq. 

I Q. Knight to B. 3d sq. 

Pawn takes B. 
Q. Bishop to R. 3d sq.* 
Queen to Kt 3d sq. 



* If the pawn were to take the pawn, the secoDd player would lose 
the i^me. 
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In this sitaation I cannot say that the Black will ulti- 
mately remain with a position inferior to that of his 
adversary, for I have not seen it proved. I am willing, 
therefore, to admit, that moving the king^s pawn one 
square, as a defence against the advantage of the move, 
is, for any thing yet known, perfectly soand* I have said 
that I make this admission with considerable reluctance, 
and this reluctance has proceeded from considering the 
game as originally invented by those who were afraid of 
meeting their adversaries in the field, and who, by retiring 
behind their pawns, seek to weary out an antagonist with 
whom, in open combat, they could not, for a moment, con- 
tend. In conclusion, I will recommend those who shall do 
me the honour to read any part of this volume, not to ac- 
quire the habit of moving the king^s pawn one square, as 
it will be, for the second player, an uniform and sterile 
waste, Where no salutary plant takes root; no ver- 
dure quickens." 
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GAMBITS. 
Variations op thb King's Gambit, 

First Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. K. B. Pawn 2 sq. 

3. K. Knight to B. 3d 8q« 

4. K. B. to Q. B. 4tb sq. 

5. K.Kt.toadv.K.4th8q. 

6. King to bis B. sq. 

7. K.Kt. takes ad. K.B.P.* 

8. K. Knight takes R.f 

9. Queen to K. sq. 

10. King takes P. 

11. King to his Kt. sq. 



BLACK. 

The same* 
P^wn takes P. 
K. Kt. Pawn 2 sq« 
K. Kt. Pawn 1 sq. 
Q. to adv. K.R. 4th sq. chg. 
Gambit Pawn 1 sq. 
K. Knight to B. 3d sq. 
K. Knight takes K. P. 
Gambit Pawn takes P« chg. 
Q.to adv. K. R. 3d sq. chg. 
K. B. toQ.B.4thsq.chg. 



* This is not a safe move. 

t This move loses the game : it will be seen by the following games 
how impossible it is for the first player to save the game when he takes 
the adversary's king's rook. 



/ 
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WHITE. 

12. Q. Pawn 2 sq. 

13. Q. Bishop to K. 3d sq. 

14. Queen takes B. 
16. King anywhere. 



BLACK. 

K. Bishop takes P. chg. 
K. Bishop takes B. chg. 
Queen takes Q. chg. 
Queen to adv. K. B. 2d 
sq. giving checkmate. 



Second 

WHITE. 

1. K. Paum 2 8q. 

2. K. B. Paum 2 sq. 

3. J^L. Knight to B. 3d sq, 

4. K. B. to Q. B. 4th sq. 

5. K. Kt. to adv. K. 4th sq. 
0. King to B. sq. 

7. K.Kt. takes adv. K.B.P. 

8. K. Knight takes R. 
9' Queen to K. sq. 

10. King to his 2d sq. 



Game. 

BLACK. 

The same. 

Paum takes P. 

K. Kt. Pawn 2 sq. 

K. Kt. Paum 1 sq. 

Q. to adv. K.R. 4th sq, chg. 

Gambit Paum 1 sq. 

K. Knight to B. Zd sq. 

K. Knight takes K. P. 

Gambit Paum takes P. chg. 

Q. to adv. K. R. 3d sq.* 



* .If the Black had taken the rook, making a queen, the^ White^ 
hy taking the first queen, would have been able to draw the game. 
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WHITE. 

11. K. Rook to K. B. sq.* 

12. Qaeentak^rQ. 

13. King takes Q. 



BLACK. 

Pawn takes R. making a 
Q. and checking. 

Qneen takes Q. chg. 

K. Knight to Q. 8d sq. 
attacking the adverse 
K. B. and preventing 
the escape of the ad- 
verse Kt. 



Third Game. 

WHITE. BLACK. 

1. K. Pawn 2 $q. The same. 

2. K. B. Pawn 2 eq. Pawn takes P. 



* If the White, before be move bi^ rook to king's bishop's squarei 
give check with hb bishop at the adverse king's bubop's second sqaarsi 
the Black must move his king to hb second square: but if, instead of 
either of these moves« the White retire his king to bis queen's 9f{vmnf 
the BiSclr ftillStdlBCk with t he "queen at adverse- kin g 's b is ho p ^s thbd 
square, the White being forced either to lose the gpune next noove, or 
to interpose the bishop, by doing which the Black wiH win th^ queen, 
by checking, with his knight, at adverse king's bishop's second sqoare. 
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WHITE. 

9. K. Knight to B. 9d sq. 

4. K. Bishop to Q.BMhsq. 

5. K. Kt. to adv: K. 4th sq. 

6. King to B. sq^ 

7. K.Kt.takesadv.K.B.P. 

8. K. Knight takes R. 

9. K. Kt. Pawn 1 sq. 

10. King to his sq, ' 

11. K. fLook to K..B. sq. 

12. King to bis 2d sq. ] 



BLACK. 

K. Kt. Pawn 2 sq. 
K. Kt. Pawn 1 sq. 
Q. to adv. K.R. Aihsq. chg. 
Gambit Pawn 1 <igr. 
K. Knight ^o B. ^ sq. 
K.Kt. takes adv. K.P. 
Q. toady. K. R. 3dsq. chg. 
Q. to adv. K. Kt. 2d sq^ 
Gambit Pawn 1 sq. chg. 
Queen to adv. K. B. 3d 
sq. giving checkmate. 



Fourth Game. 

Where the first player does not immediately take the 
Rook. 

WHITE. BLACK. 

1. ^ K. Pawn 2 sq. The same. 

2. K. B. Pawn 2 sq. Pawn takes P. 

3. K. Knight to B. Sdsq. K. Kt. Pawn 2 sq. 

4. K. B. to Q. B. 4th sq. K. Kt. Pawn 1 sq^ 

5. K. Kt, to adv. K. 4th sq. Q. to adv. K.R. 4th sq. chg. 

6. King to his B. sq. Gambit Pawn isq. 

7. K. Kt. takesadv. K.B.P. K. Knight toB. Sdsq. 
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BLACK. 

Q. to adv. K.R* 8d sq. cbg. 
Q. Pawn 2 8q. 
K. Kt. takes K. P. cbg. 
Queen to K. R. 4tb fq. 
Gambit Pawn 1 sq. cbg. 
Queen to ber K. 4th sq. 
K. Knigbttoadv.Q.B.Sd 

sq. Black giving double 

cbeck. 

Queen to adv. K. sq. and 
White must lose the 
game. 



* If the White king move to his own square, the Blnck^ by placing 
his queen at adversary's king's knight's second square, will speedily 
win the game. 

t If the White should take the queen's pawn with the bishop, the 
Bbick, by taking the bishop with his knight, will win a piece, as 
the White could not then take the rook without losing the game. If, 
however, the White should take the pawn with the pawn, the Black 
can safely take the knight with his king, having no occasion to regard 
the check by discovery from the adverse bishop. Lastly, should th^ 
White take the rook with his knight, the Black, by taking the king's 
pawn with his king's knight, will easily win. 

t Were the White king to move to his third square, the Black, by 
checking with his bishop at hu king's rook's third square, would force 
the White either to lose his queen or be checkmated. 



WHITE. 

8. K. Kt. Pawn l sq. 

0. King to B. 2d sq.* 

10. K. Bishop to its sq.f 

11. King to his sq.X 

12. Knight takes B. 

13. King to bis 2d sq. 

14. Q. Pawn 2 sq. 
16. King to Q. 3d sq. 
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Fifth Game. 



WHITE. 

1. K. Pawn 2 sq. 

2. £. B. Faum 2 sq. 

3. K. Knight to B. 3df sq. 

4. K.BuhoptoQ.B.Athaq. 
6. K. Kt. to adv. K, 4th sq. 

6. King to his B. sq. 

7. K. Knight takes K.B.P. 
6. K. Kt. Pawn takes P. 
9. K. Knight takes R.* 

10. Qneen takes P. 

11. King to his Kt. sq. 

12. Q. Pawn 2 sq. 

13. Q. Bishop to K. 3d sq. \ 

interposing. / 

14. K. Bishop to its sq. ) 

interposing. 3 

15. Queen takes B. 



BLACK. 

The same. 

Paton taies P. 

K, Kt. Pawn 2 sq. 

K. Kt. Pawn l sq. 

Q. to adv. K. R.4th sq. chg. 

GanJnt Pawn 1 sq. 

K. Knight to B. Zd sq. 

Q. Pawn 2 sq. 

K. Kt. Pawn takes P. 

Q.B. toad. K.R.dd sq. chg. 

K. B. to Q. B. 4th sq. chg. 

Bishop takes P. chg. 

Qneen to adv. K. sq. chg. 

K. Bishop takes Q. B. 
chg. 

Qneen takes Q. giving 
checkmate. 



* If he play any other move he will still have a bad g&me. 



T 
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Sixth 6aiib« 

WHrne. black. 

1. K. Pawn 2 sq. The same. 

2. X. B. Pawn 2 sq. Pawn takes P- 

3. K. Knight to B. Sd sq. K. Kt. Pawn 2 sq. 

4. K. B. to Q. S. 4th sq. K. Kt. Pawn 1 sq. 

5. K. Kt. to adv. K.4thsq. Q.toadv.K.R.Athsq.chg. 

6. King to B. sq. Gambit Pawn 1 sq. 

7. K.Kt. takes adv. K.B.P. K. Knight to B. 3d sq. 

8. Q. Knight to B. 3d sq. K. Rook to K. Kt. sq.aiid 

the Black has a better game than his adversary. 
The following moves are likely to occur. 

9. Q. Pawn 2 sq. K. Rook to K. Kt. 2d sq. 

10. K. Kt. to adr. K. 4th sq. Q. Pawn l sq. 

r Gambit Pawn takes adv. 
«.K.Kt..Q.8d«,. [ KKUP.chg. 

12. King takes P. Q* to adv. R. 3d sq,. chg. 

13. King to B. 2d sq.* K. Kt. Pawn 1 sq. chg. 
14« King to his sq. Kt. Pawn takes adv. B» 

P. &c. &c. 



* As good a move at least as to his koight's square. 
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Seventh Game. 



WHITE. 

1. K. Paum 2 sq. 

2. K. B. Pawn 2 sq. 

5. K. Knight to B. 3J sq. 
4. K. B. to Q. B. 4th sq. 

6. K. Kt. to adv. K. 4th sq. 

6. King to his B. sq, 

7. Queen to K. sq. ^ 

8. King takes P. 

9. King to bis B. 2d sq. 

10. Q. Pawn 2 sq. 

11. K. Bishop takes adv. 

K.B.P.chg. i 

12. K. B. takes adv. K. Kt.* 

13. K. Kt. to Q. B. 4th sq. 

14. King to his Kt. sq. 

15. Q. Bishop interposes'^ 

at K. 3d sq. j 



BLACK. 

The same. 

Pawn takes P. 

K. Kt. Pawn 2sq. 

K. Kt, Pawn 1 sq, 

Q.to adv. K,R .4th sq. chg. 

Gambit Paum 1 sq. 

Gambit Pawn takes adv. 

P. chg. 
Q. toadv.K.R. ddsq.cbg. 
K. Bishop to Kt. 2d sq. 
Q. Pawn 1 sq. 

King to his 2dsq. 

Rook takes |f. 

Q. to adv. K. B. 3d sq. chg. 

K. B. takes adv. Q. P. chg. 

K. Kt. Pawn 1 sq. 



* If the White check with the queen's bishop at adverse king's 
knight's fourth square, the Black, by interposing his king's bishop, will 
gain a piece. 

T 2 
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WHITE. 

16. K. R. Pawn l sq 

17. K. Rook to its 2d sq. 

18. Q. Knight to Q. 2d sq.f 

19. Q. Knight takes Q. 



BLACK. 

K. Kt. Pawn l sq. 

Q. B. takes adv. K. R. P. 

Q. to adv. K. B. sq. chg. 

Pawn takes Kt. making a 
Q. giving check, doable 
check, and checkmate. 



Eighth Game. ( ♦ ) 



WHITE. 

1 . K. Pawn 2 sq. 

2. K. B. Pawn 2 sq. 

3. K. Kt. to B. 3d sq. 



BLACK. 

The same. 
Pawn takes P. 
K. Kt. Pawn 2 sq. 



4. K. Bishop to Q.B. 4th sq. K. Kt. Pawn 1 sq. 



* lie has no better move. 

f If the rook take with the bishop, the Black, by retaking with his 
' queen, will afterwards win the adverse queen for a rook ; but if, 
instead of this, the White check with his queen at her king's rook's 
fourth square, the Black will move his king to his own square, and the 
game of the White will be eqaally irretrievable. 
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WHITE. 

6. K. Kt. to adv. K. 4th sq. 

6. King to B. sq. 

7. K. Kt. Pawn 1 sq. 

8. King to B. 2d sq. 

9. King to his 3d sq. 

10. King to Q. 3d sq. 

11. K. Bishop takes P. 

12. Q. B. Pawn 1 sq. 

13. Bishop takes adv. K. > 

B. P. chg. * 

14. K. Bishop to Q.Kt.3dsq. 

15. King to Q. B. 2d sq. 

16. Qaeen to K. B. sq. 

17. Queen takes Q. j 

18. Q. Pawn 1 sq. 

19. Rook to Kt. sq. 

20. Q. B. takes adv. K. B. 

21. Rook takes Gambit P. 

22. Knight takes Kt. 

23. King to Q. B. sq. 

24. Q. Knight to Q. 2d sq. 

25. K. Bishop to Q. sq. 

26. K. Rook to Kt. sq. 

27. Q. Kt. Pawn 1 sq. 

28. Rook takes B. 



BLACK. 

Q. to adv. K.R. 4th sq. chg. 

Gambit Pawn 1 sq. 

Q, to adv. K. R. 3d sq. chg. 

Q. to adv. Kt. 2d sq. chg. 

K. B. to R. 3d sq. chg. 

Q. Pawn 2 sq. 

Q. Knight to R. 3d sq. 

The same. 

King to his 2d sq. 

Q.Kt. toQ.B.4th sq. chg. 
Q. Kt. iOies adv. K. P. 
Q. B. to K. B. 4th sq. 
Q. Knight to adv. K. B. 

2d sq. chg. 
Pawn takes Q. 
Q. Rook to Q. sq. 
K. Knight takes adv. Q. B. 
Knight takes Q. P. 
Bishop takes Kt. chg. 
K. Rook to B. sq. 
K. Knight to K. B. 4th sq. 
K. Kt. to adv. K. 3d sq. 
Bishop to adv. K. B. sq. 
K. R. to adv. K. B. 2d sq. 
Knight takes R. 
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WHITE. 

29. Knight takes Kt. 

30. King takes R. 

31. King any where. 



BLACK. 

Q. Book takes B. chg. 
Book takes Kt. chg. 
Book takes B. and Black 
must win. 



THE LOPEZ GAMBIT. 

This is one of the safest of all games to play, as the 
Gambit Pawn cannot be defended without risking the 
game. I shall merely confine myself to the leading 
Defence against this method of opening a game, omittiDg 
those mistakes which a player who supports the pawn is 
likely to commit. 

WHITE. BLACK. 

1. K. Pawn 2 sq. The same. 

2. K. B. to Q. B. 4th sq. The same. 

3. Queen to K. 2d sq. The same. 

4. K. B. Pawn 2 sq. K. Knight to B. 8d sq. 

5. If the White attempt to pass on with his king^s 

bishop's pawn, the Black, by advancing his queen's 
pawn two squares, will remain with a good game, 
therefore. 
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WHITE. BLACK. 

K. Knight to B. dd sq. Q. P^wp 1 aq. 
6. If the White mow his king's ropjc'js pawn one square, 
with the view of advancing hi^ lying's knight's pawn 
two squares, the Black, by moving his king*s 
knight to rook's foarth square, will gain a pawn 
or the exchange ; therefore. White moves 
Q. Knight to B. 3d sq. Q. B. Pawn 1 sq. 



7. Q. Pawn 1 sq. 

8. K. B. Pawn l sq. 

9. Q.B.toadv«K.Kt.4thsq. 

10. Q. Bishop to K.B. 4th sq. 

11. P. takes fen pcman^^ 

12. K. B. Pawn l sq. 

13. Queen takes B. 



Q. B. to adv. K.Kt. 4th sq. 

Q. Knight to Q. 2d sq. 

K. R. Pawn 1 sq. 

K. Kt. Pawn 2 sq. 

Pawn takes P. 

Bishop takes Kt. 

Castles on Q. side, and 
the situation of the 
Black is full as good as 
that of the White. 



The following game was lately won by a gentleman, 
the brilliancy of whose play is conspicuous in the vivacity 
and boldness of his attack. 

WHITE. BLACK. 

.1. K. Pawn 2 sq. The same. 
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WHITE. 

2. K. B. Pawn 2 sq. 

3. K. Knight to B. 3d sq. 

4. K. Bishop to Q.B.4th8q. 
6. Q. Pawn 2 sq. 

6. Q. B. Pawn l sq. 

7. Queen to her Kt. 3d sq. 

8. K. Knight takes P. 

9. K. Bishop takes adv. 

K. B. P. chg. 

10. Bishop takes Kt. 

11. Q. Bishop takes P. 

12. Rook to B. sq. 

13. B. to adv. Kt. 4th sq. chg. 

14. Q. to ad. K.B.2d sq. chg. 

15. Queen takes B. chg. 

16. R. to adv. B. 2d sq. chg. 

17. Queen takes K. B. 

18. King to his 2d sq. 

19. Q. Knight to Q. 2d sq. 



BLACK. 

Pawn takes P. 

K. Kt. Pawn 2 sq. 

K. Bishop to Kt. 2d sq. 

Q. Pawn isq. 

Q. Knight to B. 3d sq.* 

Queen to K. 2d sq. 

Queen takes Kt. 

King to B. sq. 

Rook takes B. 
Queen takes K. Kt. P. 
King to his 2d sq. 
Queen takes B. 
King to Q. sq. 
King to Q. 2d sq. 
Knight interposes. 
Q. to adv. K. B. sq. chg. 
Queen takes Kt. P. chg. 
Queen takes R. 



20. Q. Pawn 1 vsq. and White must win. 



* The bad play of the second player commences here. 



ON THE ENDS OF GAMES. 



ON THE ENDS OF GAMES. 



The King and Rook against tlie King. 

Thb King and Book will uniformly win against the 
adverse King when alone. 

To give ibis mate it is necessary to force the adverse 
King to the side of the chessboard , which can be effected, 
in the farthest possible position of pieces, in about seven- 
teen or eighteen moves« 



Situation. 



WHrrS. BLACK. 



King at adv. K. B. sq. 
Rook at Q. Kt. sq. 



^ King at adv. Q. 3d sq. 



Solution. 

1. Book to Q. Kt. 4th sq. King to adv. Q. B. 3d sq. 

2. Book to K. Kt. 4tfa sq. King to adv. Q. 3d sq. 
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WHITE. BLACK. 

3. King to adv. Kt. 2d sq. King to adv. K. 3d sq* 

4. K.toadv.Kt. orB.3d8q. King to adv. B. 3d sq. 

5. King to adv. B. 4tb sq. King to adv. K. 3d sq. 

6. Rook to K. B. 4th sq. King to adv. Q. 3d sq. 

7. Book to K. 4th sq. King to adv. Q. B. 3d sq. 

8. King to adv. K. 4th sq. King to adv. Q. 3d sq. 

9. K. to adv. Q. B. 4th sq. King to adv. Q. B. 3d8q. 

10. Book to Q. 4th gq. King to adv. Q. Kt. 3d sq. 

11. Rook to Q. B. 4th sq. 

If the K. move to adv. R. 2d sq. the White will move 
his R. to Q. Kt. 4th sq.; therefore, 
K. to ad V. R. 3d sq. or (A) 

12. King to Q. 4th sq. King to adv. Kt. 3d sq. 

13. King to Q. 3d sq. King to adv. Kt 2d sq. 

14. Rook to Q. B. dd sq. 

If the K. move to the adv. Kt. sq. the White most 
place his R. at the Q. B. 2d sq. and by moving his K. 
first to the B. dd sq. then to the Kt. 3d sq. will be able 
to mate with the R. at the Q. B. sq.; therefore, the 

King moves to R. sq. 

16. King to Q. B. 2d sq. King to R. 2d sq. 

16. King to B. sq. King to R. sq. 

17. Rook to its 3d sq. giving checkmate. 

Variation (A) 

WHITE. BLACK. 

11 King to adv. Q. Kt. 2d iq. 
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WHITE. BLACK. 

12. King to Q. 4th sq. King to adv. Kt. sq. 

13. Kiog to Q. B. 3d sq. King to adv. Q. B. sq. 

14. Retires the Rook any^ 

where along the saine> King to adv. Q. sq. 
line 3 

15. Rook to K. 4tb sq. King to adv. B. sq. 

16. Rook gives checkmate. 



As there are some persons who are unable to mate the 
king on a given square, the following method may be of 
service. 

The Black King to he checkmated while at his 
awn square. 

Situation. 

WHITE. BLACK. 

King at B. dd sq. 
Rook at K. B. 2d sq. 

Solution. 

1. Rook to K. B. 2d sq. King to adv. Q. sq. 

% Rook to K. 2d sq. King to ^dv. Q. B. sq. 

3. King to his 3dsq. King to adv. Q. sq. 

4. King to Q. 3d sq. King to adv. Q. B. sq. 



King at adv. K. sq. 



286 



TREATISE ON THE 



WHITE. BLACK. 

6. Rook to Q. 2d sq. King to adv. Q. Kt. 9<|. 

6. Book to Q. B. 2d sq. King to ddv. B. sq. 

7. King to Q. 2d sq. King to adv. Q. Kt. sq. 

8. King to Q. B. 3d sq. King to B. sq. 

9. ' Book to B. sq. clig. King to adv. Q. B. 2d sq. 

10. Book to Q. sq. King to adv. Q. B. 3d sq. 

11. Book to Kt. sq. Kidg to adv. Q. B. 2d sq. 

12. King to Q. B. 2d sq. King to adv. Q. B. dd sq. 

13. Book to Q. Kt. 2d sq. King to adv. Q. B. 4th sq. 

14. Book to Q. Kt. dd sq. King to Q. B. 4th sq. 

15. King to Q. B. 3d sq. King to adv. Q. B.4th8q. 

16. King to Q. B. 4th sq. King to Q. B. 4th sq. 

17. Book to Kt. 4th sq. King to Q. B. 3d sq. 

18. B. to adv. Kt. 4th sq. King to Q. B. 2d sq. 

19. King to adv. B. 4th sq. King to Q. B. 3d sq. 

20. King to adv. B. 3d sq. King to Q. B. 2d sq. 

21. Book to adv. B. 4th > 

> King to Q. Kt. sq. 
sq. chg. J 

22. Book to its 4th sq. King to Q. B. sq. 

23. Book to Kt. 4th sq. King to Q. sq. 

24. King to adv. Q. 3d sq. 

If the K. go to his sqaare the White will place his K. 
at adv. K. 3d sq. and afterwards by moving his B. either 
to the Q. B. or K. Kt. 4th sq. according to whatever 
side the K. goes^ will give mate the next move ; therefore, 
• King retoms to Q. B. sq. 
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WHITE. BLACK. 

25. R. to ady. Kt. 4th sq. King to Q. sq. 

26. R. to adv. Q. B. 4tb sq. King to bis sq. 

27. King to adv. K. 3d sq. 

If the K. retorn to his Q. sq. the White mast retire 
his R. along the same line, giving^ mate the following 
move; therefore, 

K. moves to his B. sqnare. 

28. R. to adv. K.Kt. 4th sq. King to his sq. 

29. Rook gives checkmate. 
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^ King at his 4th sq. 



King and Queen against the King. 

The King^ and Qaeen will aniformly win against the King 
when alone. 

Position op Pibgbs. 

WHITE. BLACK. 

King at adv. K. B. sq. 
Queen at her Kt. sq. 

Solution. 

1. Qneen to her 3d sq. K.tohisdd sq. or (A.) or (B) 

2. K. to adv. K. Kt. 2d sq. King to his 2d sq. 

3. Q. to adv. Q. 4th sq. King to his sq. 

4. K. to adv. K. B. 3d sq. King to his B. sq. 

5. Qaeen to adv. K. B. 2d sq. giving checkmate. 

Variation ( A ) 

WHITE. BLACK. 

1 • • • • • • • King to his B. 3d sq. 

2. Queen to K. 4th sq. 

If the K. move to his Kt. 4th sq. the White, by advancing 
his K. to adv. Kt. 2d sq. and afterwards to the B. 3d sq. will 
give mate the following move ; therefore, 
•••• •••• K. moves to his B. 2d sq. 
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3. Queen to adv. K. 4th sq. 

If the K. go to his B. sq. the White, by moving his K, to 
adv. R. 3d sq. then to the 3d sq. and afterwards to the Kt« 
3d sq. will mate the following move ; therefore, 
• • • • • King moves to his Kt. dd sq. 

4. King to adv. Kt. sq. King to R. 3d sq. 
6. King to adv. B. 2d sq. King to R. 2d sq. 
6. Qqeen to adv. Kt. 2d sq. giving checkmate, 

(B) 

1* King to adv. B. 4th sq. 

2. King to adv. Kt. 2d sq. King to his 4th sq. 

3. Kbg to adv. B. 2d sq. King to adv. B. 4th sq. 

4. King to adv. B. 3d sq. King to adv. Kt. 4th sq. 

^ C King, as his best, moves to 

6, Queen to K« 3d sq. < 

C. adv. R. 4th sq. 

6. King to adv. B. 4th sq. King to R. 4th sq. 

7. Queen to adv. K. Kt. 4th sq. giving checkmate. 



Another Position op the Pieces. 

WHrTE. BLACK. 

King at Q. B. sq. -\ 

^ i King at his 4th sq. 

QajBen at her Kt. sq. > 

u 
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WHITB. BLACK. 

1. Q. to adv. K. Kt. dd sq. K. to adv. B. 4th sq. or (A) 

2. King to Q. Kt. 2d sq. King to his 4th sq. 

3. King to Q. B. 3d sq. King to adv« B. 4th sq. 

4. King to Q. 4th sq. K. to adv. B. dd sq. 

6. Q. to adv. K. Kt. 4th sq. K. to adv. K. 2d sq. or (C) 

^ « . f King to adv. Q. sq. as his 

6. Q. toK. B.4thsq. I ® ^ 

C best move. 

7. King to Q. 3d sq. King to adv. K. sq^ 

8. Q. to adv. K. B. 3d sq. King to adv. Q. sq. 

9. Qaeen to K. B. sq. giving checkmate. 

Variation ( A ) 

1. r.... King to Q. 4lh «q. 

2. King to Q. Kt. 2d sq. King to his 4th sq. 

3. King to Q. B. 3d sq. King to Q. 4tb sq. 

4. Qaeen to adv. K. B. 3d sq. K. to Q. B. 4th sq, or( B ) 

5. Queen to adv. K. 3d sq. King to Q. Kt. 4th sq. 

6. Queen to adv. Q. 3d sq. King to Q. R. 4th sq. 

7. King to Q. B. 4th sq. King to adv. R. 4th sq. 

8. Queen gives checkmate. 

(B) 

4. ♦ King to adv. K. 4th sq. 

5. Q. to adv. K. Kt. 4th sq. King to adv. K. B. 3d sq. 

6. King to Q. 3d sq. King to adv. K. B. 2d sq. 

7. Queen to K. Kt. 4th sq. King to adv. K. B. sq. 

8. King to his 3d sq. King to adv. K sq. 

9. Queen to K. 2d sq. giving checkmate. 
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(C) 

WHITE. BLACK. 

6. King to adv. K. B. 2d sq. 

6. Qaeen to K. Kt. 4th sq. King to adv. K. sq. 

7. King to his 3d sq. ELing to adv. K. B. sq. 

8. Queen to adv. K. Kt. 3d sq. King to adv. K. sq« 

9. Qaeen checkmates. 
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The King and the Two Bishops against the King. 

The two Bishops, together with the King, will aniformly 
mate the adverse King when alone. 

Situation. 

WHITE.' BLACK. 

King at adv. Q. B. 4th sq. ^ 

Q. B. at adv. Q. Ux. sq. > King at adv. K. 4th sq. 
K. Bishop at Q. Kt. 3d sq. 3 

Solution. 

1. K.B.to ad.Q.4th sq.chg. King to adv. K. 3d sq. 

2. Q. B. to adv. K. 4th sq. King to adv. Q. 3d sq. 

3. Q. Bishop to Q. 4th sq. King to adv. Q. B'.Sdsq.* 

4. King to Q. B. 4th sq. King ^o adv. Q. 2d sq. 
• 6. K. Bishop to its 3d sq. King to adv. K. sq.f 



* If the king had moved to adversary's queea's second sqaare, the 
White would have played his king's bishop to king's fourth square. 

t If the king had gone to adversary's queen's bishop's square, the 
White should play his queen's bbhop to his king's third square. 
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6. King to Q. 3d sq. King to adv. K. B. sq. 

7. Q. Bishop to K. 3d sq. King to adv. K. sq. 

8. K. B. to its Kt. 2d sq. King to adv. Q. sq. 

9. Q. Bishop to K.B. 2d sq. King to. adv. Q. B. sq. 

10. King to Q. B. 3d sq.N 

in opposition to the V King to adv. Q. sq. 
adv.K. J 

11. K. B. to its 3d sq. chg. King to adv. Q. B. sq. 

12. Q. B. to K. 3d sq. chg. King to adv. Q. Kt. sq. 

13. King to Q. Kt. 3d sq. King to adv. Q. R. sq. 

14. King to Q. R. 3d sq. King to adv. Q. Kt. sq. 

15. K. B. to K. 4th sq. chg. King to adv. Q. B. sq. 

16. Q. Bishop to Q. 4th sq. giving checkmate. 



The following is another position of the pieces. 



Situation. 



WHITE. BLACK. 

King at his R. sq. 

K. B. at adv. Q. R. sq. > King at his R. sq. 
Q. Bishop at its sq. 3 
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BLACK. 

1. Q.B. to Q.Kt. 2d sq. chg. King to his Kt. sq. 

2. K.B.toad.Q.4th8q.chg. KingtoB. sq. 

3. 'Q.B. to adv. K.B. 3d sq. King to his sq. 

4. K. Bishop to adv. K.'\ 

Sd sq. confining the > King to his B. sq. 
adv. K. to 2 squares 

6. King to his Kt. 2d sq. King to his sq. 

6. King to B. 3d sq. King to Idi B. sq. 

7. King to his Kt. 4th sq. King to his sq. 

8. K. to adv. K. Kt. 4ih sq. King to his B. sq. 

9. K. to adv. K. Kt. 3d sq. King to his sq. 

10. Q.B.toadT.K Kt.4thsq. King to B. sq. 

11. K. B. to adv. Q. 2d sq. King to his Kt. sq. 

12. Q. Bishop to adv. K." 

2d sq. or (A) 

13. K. B. to adv. K. sq. King to Kt. sq. 

14. K. Bishop to adv. K.*; 

B. 2d sq. chg. 

15. Q. Bishop to adv. B. ddsq. giving checkmate. 



^ King to his R. sq. 



*^ KingtoB. sq. 



Vabiation(A) 

12. Q. B. to adv. K. B. 3d sq. King to R. sq. 

13. Q.B.toadv.K.Kt.2d sq.cbg. King to Kt. sq. 

14. K. Buhop to adv. K. 3d sq. and checkmates. 



GAME OF CHESS. 



295 



The King with his Two Knights against the 
King. 

The two knights with the king are unable to mate, by 
force, the adverse king. To prove this^ it will only be 
necessary for the reader to examine the solation to the 
following singohur position, in order to perceive that 'the 
king, when alone, unless he be badly played, most neces- 
sarily be placed in a stale in attempting to give the mate. 
If, however, the king have a pawn on the board, the 
game may sometimes be forced, viz. 



The above situation was submitted, as a problem, to 
LoUi, by Signer Taruffi, a professor of philosophy at 
Bologna, who maintained that the White, havfng the 
move, would mate, by force, the adverse king: Lolli 
gives the solution in his valuable work. 



Situation. 



WHITE. 



BLACK. 
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Solution. 



WHITE. 



BLACK. 



1. K. Knight to B. 3d sq. K. to R. 2d sq. or (A)or(B) 

2. Q. Knight to Q. 2d sq. King to R. 3d sq. 

3. Q. Knight to its 3d sq. Kt. Pawn 1 sq. or (C) 

4. K. Knight to Q. 4th sq. King to R. 2d sq. or (D) 
6. King toady. Q. B. 2dsq. 

If the Black advance his P. one sq. the White wjiP 
move his Q. Kt. to adv. B. 4th sq. afterwards checking 
with his K. Kt. and mating in two moves with the Other; 
therefore^ 

King to R. sq. 

6. Q. Kt. to adv. B. 4th sq. 

If the Black push his P. the White, by moving his 
K. Kt. to adv. Kt. 4th sq« will afterwards checkmate in 
two moves with the Q. Kt. ; therefore, the 
. • King moves to R. 2d sq. 

7. K. Knight to adv. Q.\ 





8. Q. Kt. to adv. Q. 2d sq. Kt. Pawn 1 sq. 

4. Knight to adv. Kt. 3dsq. giving checkmate. . 



Variation (A) 

King to Kt. sq. 

2. K. Kt. to adv. K. 4th sq. Kiog to B. sq. or (£) 

3. K. Kt. to adv. B. 2d sq. King to Kt. sq. 
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WHITE. 



BLACK. 



4. K. Kt. to adv. Q. 3d sq. 

5. Q. Knight to Q. 2d sq. 
e. Q. Knight to its 3d sq. 



King to R. 2d sq. 
King to R. 3d sq. 
King to R. 2d sq.* 



7. King to adv. Q. &. 2d sq. 

If the K. move to the R. sq. the White will place bis K. Kt. 
at adv. Q. B. sq. and then move his Q. Kt. first to adv. B. 4th 
sq. afterwards to R. 4th sq. and« lastly^ to adv. Kt. 3d sq. giving 
iMte. If, however, the Black advance the P. the White must 
move his Q. Kt. to adv. B. 4th sq. afterwards placing his other 
Kt. at the adv. B. sq. then moving his Q. Kt. to the adverse 
Q. 2d sq. in order to give the mate at the adv. Kt. 3d sq.; 
therefore. 



8. King to adv. Q. Kt, sq. Pawn 1 sq. 
. 9. King to adv. Q. B. 2dsq. 



* If the Black, at his sixth move, had advanced his pawn, the 
White must move his king to adversary's bishop's second square ; and 
should the Black return \i8 king to the rook's second square, the 
White, by moving his queen's knight to adversary's bishop^s fourth 
square, afterwards his king's knight to adversary's bishop's square, ^ 
giving check, and then mating with the other knight in two moves : if, 
however, the Black, instead of moving his king, should advance his 
pawn one square further, the White should move his king to adver- 
sary's bbhop's third square, as he does at the tenth move. 



« 4 



King, as his best, moves to 
R. 3d sq. 
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WHITE. BLACK. 

If the K. move to R. 2d sq. the Wbke will move bit Q. Kt. 
to adv. B. 4th sq. ; therefore, 

• Kt. P. advances another sq. 

10. King to adv. Q. B. 3d sq. King to R. 2d sq. 

11. Q. Knight to adv. B. 4th sq. 

If the K. advance his P. or move to R. sq. the White most 
return with his K. to the B. 2d sq. afterwards moving his Q. 
Kt to adv. Kt. 4th sq. and then his other Kt. to R. 4th sq.; 
therefore, the 

King goes to Kt. sq. 

12. King to adv. Q. Kt. 3d sq. Plays any where. 

13. Q. Knight to R. 3d sq. the other to adv. Kt. 4th sq. and 

then to adv. B. 2d sq. giving checkmate. 

(B) 

1. Kt. Pawn 1 sq. 

2. Q. Knight to Q. 2d sq. Kt. Pawn 1 sq. 

3. Q. Knight to its 3d sq. 

If the K. go to the Kt. sq. the White must move his K. Kt. 
to adv. K. 4th sq. ; therefore, 
King V sq* 

4. King to Q. B. 2d sq. King any where. 

5. K. Knight to Q. 4th sq. King to R. 2d sq. 

6. Q. Kt. to adv. Q. B. 4th sq. Kt. Pawn advances. 

7. K. Knight to adv. Q. B. 

3d sq. chg. 

8. King to adv. Q. B. sq. Kt. Pawn advances. 



I King to R. sq. 
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0. Q. Knight to adv. K. 3d sq. Pawn goes to Q« 
10. Q. Knight to adv. Q. B. 2d sq. giving checkmate. 

(C) 

If the Black, at his third move, had returned his K. to the 
E. 2d sq. not wishing to move the P. the White should regulate 
^ his play after the following manner. 

3. • King to R. 2d sq. 

4. King to adv. B. 2d sq. King to R. 3d sq. 

5. K. Knight to Q. 4th sq. King to R. 2d sq. 

6. King to adv. B.sq. 

If the K. go to the R. sq. the White will move his K. Kt. to 
adv. B. dd sq. ; therefore, 

• ••••••••••••• ••••••• King goes to R. 8d sq. 

7. King to adv. Kt. sq. Pawn is forced to advance. 

8. King to adv. B. 2d sq. 

If the K. go to R. 2d sq. the White must place hb Q. Kt. 
at adv. B. 4th sq.- &c. ; therefore, 
• Kt. Pawn 1 sq. 

9. King to adv. B. 3d sq. King to R. 2d sq. 

10. K.Kt.toadv.B.orKt.4thsq. 

If the K. move to R. sq. the White must place his K. Kt. at 
adv. Q. 3d sq. afterwards going with his K. to adv. Kt. 3d sq. ; 
therefore, 

King to R. 3d sq. or Kt. sq, 

11. K. Kni^ to adv. Q. 3d sq. 

If the K. go to the R. sq. the White will place his K. at adv. 
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WHITE. BLACK. 

B. 2d sq. and afterwards move his Q. Kt. to adv. B. 4th sq. ; 
therefore, 

c King to the R. 2d sq. 

12. Q. Knight to adv. B. 4th sq. King to Kt. sq.* 

13. King to adv. Kt, 3d sq. King or Pawn moves. 

14. Q. Knight to adv. Q. 2d sq. White afterwards giving mate 

with the other Kt. in two moves. 

(D) 

4. Ktfc Pawn 1 sq. 

5. King to adv. Q. B. 2d sq. King to R. 2d sq. 

6. Q. Knight to adv. B. 4th sq. Kt. Pawn 1 sq. 

7. K.Kt.toad.Q.Kt.4thsq.chg. King to R. sq. 

8. Knight to R. 4th sq. giving the checkmate afterwards at 

adv. Kt. 3d sq. 

(E) 

2. King to R. 2d sq. 

. 3. Q. Knight to Q. 2d sq. Kt. Pawn 1 sq. 

4. King to adv. B. 2d sq. King to R. 3d sq. 

5. Q. Knight to its 3d sq. Kt. Pawn 1 sq. 



WHITE. BLACK. 

12. .. King to R. sq. or Pawn 1 sq. 

13. King to adv. B. 2d sq. King or Pawn moves. 

14. K. Knight to adv. Kt. 4th sq. and White will checkmate with 

the Q. Kt. in two moves. 
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6. King to adv. B. 3d sq. King to R. 2d sq. 

7. K. Knight to adv. Q. 2d sq. King to R. sq. or ( F ) 

8. King to adv. B. 2d sq. King to R. 2d sq. 

9. K. Knight to adv. B. 4th sq. King to R. sq. 

10. Q. Knight to Q. 4th sq. Kt. Pawn 1 sq. 

11. Q. Knight to adv. Kt.4th sq. Kt. Pawn 1 sq. 

12. K. Kt. to adv. Q. 2d sq. Pawn goes to Q. 
' 13. K. Knight gives checkmate. 

(F) 

7. King to R, 3d sq. 

8. K. Kt. to adv. Kt. sq. chg. King to R. 2d sq. 
King to adv. B. 2d sq. King to R. sq. 

10. Q. Knight to Q. 4th sq. then to adv. Kt. 4th sq. and after- 
wards to adv. Q. 2d sq. in order to give the mate at adv. 
KU 3d sq. 



30C 



TRKATISB ON THE 



The Kingf Bishop^ and Knight against the King. 

The King with the Bishop and Knight win, by force, 
against the adverse King when alone. 

The forcing this game is justly considered the most 
elegant of all methods of checkmating : the object of the 
player who has the two pieces most be to force his adver- 
sary to that rook's square which the bishop commands, for 
at that part of the board alone, unless the adverse king 
be badly played, can the mate be given. 

Situation. 

WHITE. * BLACK. 

King at adv. Q. B. 3d sq. \ 

Q. Bishop at its sq. V King at Q. R. sq. 

Knight at adv. Q. 4th sq. 3 

Solution. 

1. Q. B. to K. B. 4th sq. King to R. 2d sq. 

2. Kt. to adv. Kt. 3d sq. King to R. 3d sq. 

3. B. to adv. Q. Kt. sq. King to R. 4th sq. 
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4. Knight to adv. Q. 4tb sq. King to R. dd sq. or ( A ) 

6. Kt to its 4th sq. cbg. Bang to B« 4th sq, 

6. K. to adv. Q. 4th sq. King to adv. R. 4th sq. 

7. King to Q. B. 4th sq. King to R. 4th sq. or (B) 

8. B. to adv. B. 2d sq. chg. King to adv. R. 4th sq. 

9. Bishop to adv. Kt. dd sq. King to adv. R. 3d sq. 

10. Knight to Q. 3d sq. King to adv. R. 4th sq. 

11. Slnight to its 2d sq. chg. King to adv. R. 3d sq. 

12. Sling to Q. B. 3d sq. King to adv. R. 2d sq. 

13. ^King to Q. B. 2d sq. King to adv. R. 3d sq. 

14. B. to adv. B. 4th sq. chg. King to adv. R. 2d sq. - 
16. Bishop to Kt. 4th sq. King to adv. R. sq. 

16. Knight to Q. 3d sq. King to adv. R. 2d sq. 

17. Knight to B.sq. chg. King to adv. R. sq. 

18. Bishop to its 3d sq. and checkmates. 

Variation ( A ) 

4« King to adv. R. 4th sq. 

6. Bbhop to adv. K. 4th sq. K.toadv.Kt.3d8q.or(C)or(D) 

6. Knight to K. 3d sq. Kiog to adv. Kt. 4th sq. 

7. King to adv. Kt. 3d sq. King to adv. R. 4th sq. 

8. Bishop to its dd sq. King to adv. Kt« 3d sq. 
fiL Bishop to Q. 2d sq. King to adv. R« 4th sq* 

10. King to adv. B. 4th sq. King to adv. Kt. 3d sq. 

11. King to adv. Kt. 4tb sq. King to adv. R. 3d sq. 

12. Knight to B. 2d sq. chg. King to adv. Kt. 2d sq. 
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WHITE. 


BLACK. 


13. 


Knight to Q. 4th sq. 


King to adv. R. 3d sq. 


14. 


Bishop to its sq. chg. 


King to adv* R. 2d sq. 


15. 


King to Kt. 4th sq. 


King to, adv. Kt. sq. 


16. 


Bishop to R. 3d sq. 


King to adv. R. 2d sq. 


17. 


Knight to K. 2d sq. 


King any where. 


18. 


White mates in three moves. 






(C 


) 


o. 




iviiig lo aav. iv. «Ki sq. 


o 
O. 


King to adv. Kt. 4th sq. 


jvmg 10 aav. ivi.^oa sq. or 


7. 


Knignt to K. oci sq. 


King to aciv. iv. oQ sq. 


o« 


Bishop to its 3d sq. 


Jvmg to aciv. jvt. oa sq. 




Disoop 10 ivi. 4in sq. 


Jving to aav. J\t. lo. sq. 




jving 10 v^. D. 410 sq. 


King to aciv. li. M sq. 


11. 


King to Q. B. 3d sq. 


King to adv. Kt. sq. 


12. 


Bishop to R. 3d sq. 


King to adv. R. 2d sq. 


13. 


Bishop to Kt. 2d sq. 


King to adv. Kt. sq. 


14. 


Knight to Q. B. 4th sq. 


King to adv. R. 2d sq. 


15. 


Bishop to R. 3d sq. 


King to adv. R. sq. 


16. 


King to Kt. 3d sq. 


King to adv. Kt. sq. 


17. 


Knight to Q. 2d sq. chg. 


King any where. 


18. 


Bishop gives checkmate. 






(E) 


6. 




King to adv. R. 2d sq. 


7. 


King to Kt. 4th sq. 


King to adv. Kt. sq. 
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WHITE. 


BLACK. 


8. 


Knight to K. 8d sq. 


King to adv. B. sq. 


9. 


Bifhop to* its 3d sq. 


King to adv. Kt. sq. 


10. 


King to Kt 3d sq. 


King to adv. B. sq. 


11. 


King to R. 3d sq. 


King to adv. Kt. sq. 


12. 


Bishop to Q. 2d sq. 


King to adv. R. sq. 




Knight to B. 4th sq. 


King to adv. Kt. sq. 




King to Kt. 3d sq. 


King to adv. R. sq. 


1ft 


Bishop to K. 3d sq. 


King to adv. Kt. sq. 




Knight to R. 3d sq. chg. 


King to adv. R. sq. 


1*7 


Bishop to Q. 4th sq. and checkmates. 




( D ) 


6. 




King to R. 4th sq. 


6. 


Bishop to Q. 4th sq. 


King to R. 3d sq. or (F) 


7. 


Knight to its 4th sq. chg. 


King to R. 4th sq. 


8. 


King to adv. B. 4th sq. 


King to adv. R. 4th sq. 


9. 


Kmg to B. 4th sq. 


King to R. 4th sq. 


10. 


Bishop to K. 3d sq. 


King to adv. R. 4th sq. 


11, 


Knight to adv. Q. B. 3dsq. 


King to adv. R. 3d siq. 


12. 


Bishop to Q. 2d sq. 


Kmg to adv. R. 4th sq. 


13. 


Knight to Q. 4th sq. 


King to adv. R. 3d sq. 


M. 


King to adv. Kt 4tb sq. 


King to adv. R. 2d sq. 


15. 


Bbhop to its sq. 


King to adv. Kt. sq. 


16. 


Bishop to R. 3d sq. 


King to adv. R. 2d sq. 


17. 


King to his Kt. 4th sq. afterwards moving to Kt. 3d sq. 



and then, by playing Kt. to K. 2d sq. will mate in 
two moves. 
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(F) 





WHITl. 


BLACK. 


e. 




King to adv. R. 4th tq. 


7. 


King to adv. Kt. 3d sq. 


King to adv. Kt. 3d sq. or 


8. 


Knight to K* 3d sq. 


King to adv. Kt. 4th sq. 


9. 


King to adv. R. 3d sq. 


King to adv. R. 4th sq. 


10. 


Bishop to its 3d sq. 


King to adv. Kt 3d sq. 


11. 


Bbhop to Q. 2d sq. 


King to adv. R. 4th sq. 


12. 


King to adv. Kt. dd sq« 


King to adv. Kt. dd sq. 


13. 


King to adv. R. 4th sq. 


King to adv. R. 3d sq. 


14. 


Knight to B. 2d sq. chg. 


King to adv. Kt. 2d sq. 


16. 


Knight to Q. 4th sq. 


King to adv. R. 3d sq. 


16. 


Bishop to its sq. chg. 


King to adv. R. 2d sq. 


17. 


King to Kt. 4th sq. 


King to adv, Kt sq. 


18. 


Bishop to R. 3d sq. 


King to adv. R. 2d sq. 


19. 


Knight to K. 2d sq. 


King to adv. Kt. sq. 


20. 


King to Kt. 3d sq. 


King to adv. R. sq. 


21. 


Bishop to Kt 2d sq. chg. 


King to adv. Kt sq. 


22. 


Knight to B. 3d sq. and checkmates. 




(G) 


7. 




King to adv. R. 3d sq. 


8. 


King to adr. Kt 4th sq. 


King to adv. R. 2d sq. 


9. 


King to Kt. 4th sq. 


King to adv. Kt sq. 


10. 


Knight to K. 8d sq. 


King to adv. B. sq. 


11. 


Bishop to its 3d sq. 


King to adv. Kt. sq. 


12. 


King to Kt. 3d sq. 


King to adv. B. sq. 


18. 


Bishop to K. sq. 


King to adv. Kt. sq. 
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WHOB. BLACK. 

14. Bishop to*Q. 2d sq. King to adr. R. sq. 

15. Knight to B. 2d sq. chg. King to adv. Kt. sq. 

16. Knight to R. 8d sq. chg. King to adv. R. sq. 

17. Bishop to its 3d sq. and checkmates. 



(B) 

7. King to adv. R. 3d sq. 

8. Kfiigbt to Q, 3d sq. King to adv. R. 4th sq. 

9. Bishop to adv. B. 2d sq. King to adv. {I* dd sq. 

10. Bishop to adv. K. 4th sq. King to adv. R. 4th sq. 

11. Bishop to its 3d sq. King to adv. R. 3d sq. 

12. Bishop to Kt. 4th sq. chg. King to adv. R. 2d sq. 

13. King to Q. B. 3d sq. King to adv. Kt. sq. or ( H ) 

14. King to Q. Kt. 3d sq. King to adv. R. sq. 
16. King to Q. B. 2d sq. King to adv. (I. 2d sq. 

16. Knight to Q. B. sq. chg. King to adv. R. sq. 

17. Bishop to its 3d sq. and checkmates. 



(H) 

^t. •• King to adv. R. sq. 

14. King to Q. B. 2d sq. King \a adv. 2d sq. 

PL Kni^t to Q. B. sq. chg. . King to adv. R. sq. 
yi. Bishop to its ad sq. and gives checkmalr. 

AlthMgh the fiHregoing examples are safflcieDt to de* 
menitrate tfie victory of the two pieces^ yet it may be 

X 2 
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nsefiil to show the proper method of forcing the adverse 
king to the side of the [board to which he must first be 
driven before the mate can be effected. 



Situation. 

WHITE. BLACK. 

King at Q. R. 4th sq. ^ 
Q. Bishop at its Kt. 2d sq. > King at adv. K. 4th sq. 
Knight at adv. Q. B. sq. 3 



Solution. 

1. King to Q. Kt. 4th sq. King to Q. 4th sq. 

2. k. to adv. Q. Kt. 4th sq. King to adv. K. 4th sq. 

3. King to Q. B. 4th sq. King to adv. K. 3d sq. 

4. Kt. to adv. Q. B. 2d sq. King to adv. K. 4th sq. 
6. Bishop to Q. 4th sq. King to adv. B. 4th sq. 

6. Kt. to.adV. Q. 4thsq. chg. 

If the King move to adv. K. 4th sq. the White must 
check with his Kt. at Q. B. 3d sq. afterwards moving 
K. to adv. Q. 4th sq. ; therefore. 

King to adv. K. B. 3d sq. 

7. King to Q. 3d sq. King to adv. K. Kt. 3d sq. 

8. King to his 3d sq. King to adv. Kt. 2d sq. 

9. Kt. to K. B. 4th sq. chg. K.to ad.K.Kt.3d sq. or(A) 
10. B. to adv. K. B. 3d sq. King to adv. Kt. 4th sq. 
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11. King to his 4th sq. King to adv. Kt. 3d sq. 

12. Knight to Q. 3d sq. 

If the KiDg move to adv. Kt. 2d sq. the White, by 
advancing his K. to B. 4th sq. would force the adverse 
K. to the side of the board ; therefore, 

• • • • King to adv. Kt..4th sq. 

r The K. to prevent being 

13. B. to adv. K. 4th sq. < driven to the side of the 

C b6ard,moves toKt.4th sq . 

14. Knight to K. B. 2d sq. King to Kt. 3d sq. 

15. King to adv. Q. 4th sq. King to B. 4th sq. 

16. King to adv. Q. 3d sq. King to Kt. 4th sq. 

17. King to adv. K. 3d sq. King to Kt. 3d sq. 

18. Bishop to adv. B. 3d sq. King to R. 4th sq. 

19. King to adv. B. 4th sq. King to R. 3d sq. 

20. Knight to K. 4th sq. King to R. 4th sq. 

21. Knight to its 3d sq. chg. King to R. 3d sq. 

22. Bishop to adv. K. 4th sq. King to R. 2d sq. 

23. King to adv. B. 3d sq. . King to R. 3d sq. 

24. B. to K. B. 4th sq. chg. King to R. 2d sq. 
25* King to adv. B. 2d sq. King to R. sq. 

26. Bishop to adv. R. 3d sq. King to R. 2d sq. 

27. Bishop to adv. K.B. sq. King to R. sq. 

28. Knight to adv. R. 4th sq. afterwards checking with 

the same piece at adv. K. B. 3d sq. and then 
checkmating with the B. at adv. Kt. 2d sq. 
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Vabiation (A) 

9. ••••• King to adv. K. B. tq. 

10. Klogto B. 8d sq. King to adv. K. wq. 

11. Bishop to its Sd sq. cbg. King to adv. K* B. sq. or (B) 

12. King to his 3d sq. Kii^ 'to adv. Kt. sq. 
Id. King to his 2d sq. King to adv. R. 2d sq. 

14. King to B. 2d sq. King to adv. R. sq. 

15. Knight to K. 2d sq. King to adv. R. 2d sq. 

16. Knight to its 3d sq. King to adv. R. 3d sq. 
17* King to B. 8d sq. 

If the King should move to adv. R. 4th sq. the Wliite would 
play hb Kt. to K. 4th sq. ; therefore, 
tang to adv. R. 2d sq. 

18. Bishop to Q. 4th sq. King to adv. R. 3d sq. 

19. Bishop to K. Kt. sq. King to adv. R. 4th sq. 

20. Knight to K. 4th sq. King to R. 4th sq. 

21. Bishop to Q. 4th sq. King to Kt. 3d sq. 

22. Knight to adv. Q. 3d sq. 

If the King move to R. 2d sq. the White must play his B. to 
adv. B. 3d and afterwards to adv. K. 2d sq. and if the 
Bhck mcyve to Kt. or R. 4th sq. the IVhite, by moving liis 
K. to Kt.3d sq. will Win easily. 

(B) 

11. • ••• King to adv. Q. sq. 

12. King to his 3d sq. King to adv. Q. B. 2d sq. 
W. King to Q. 4tti sq. 
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If the Kiog move to adv. Q. or B. sq. the White will play 
his K. to Q. 3d sq. ; therefore. Black moyes 

King to adv. Q. Kt. 3d sq. 

14. King to Q. 3d sq. 

If the Black move his King to adv. R. 2d or 3d sq. the 
WbiU will wmwe his Kt to adv* Q. 4tb sq. &c,; therefore, 

King to adv. R. 4tb sq. 

1&0 King to Q« B. 4th sq. King to adv. R. 3d sq. 

16. Knight to adv. Q« 4th sq. King to adv. R. 4th sq. 

17. Kt. to adv. Kt. 3d sq. chg. King to adv. R. 3d sq. 

18. Bishop to Q. 4th sq. King to adv. R. 2d sq. 

19. King to Q. B. 3d sq. 

If the King move to adv. R. 3d sq. the White will check with 
his B. at adv. B. 4th sq. afterwards moving his K. to B. 2d sq. 
and Iben plajing his Kt.&c. ; therefore, 

King to adv. Kt. sq. 

20. Bbhop to K. 3d sq. King to adv. R. 2d sq. 

21. Knight to Q. B. 4th sq. King any where. 

22. King to Kt. 3d sq. and must win. 
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The King and Queen against tfie King and Rook 

As it is impracticable to give every possible method of 
forcing this checkmate, I shall merely confine myself to a 
few situations in which it is not easy to win, and notice 
others which it will be necessary to guard against in order 
to prevent the game from being drawn. 



First Situatiok* 



WHITE. 



BLACK. 



King at K. B. 4th sq. 
Qaeen at K. 2d sq. 



King at adv. K. B. 8dsq« 
Rook at adv. K. Kt. sq. 



White to move. 





4. Qneen to K. Kt. 3d 




Kiog to adv. K. B. sq. 
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5. Qneen to K. B. 3d sq. 
and checks. 

6. King to his 3d sq. and checkmates in three moves v 

at most. 

Second Situation. 

WHITE. BLACK. 

King at K. B. 4th sq. King at adv. K. B. 2d sq. 

Qaeen at adv. K. 4th sq. Book at adv. Q. Kt. 2d sq. 

Black to move. 
If he play the Book to adv. Q. Kt. 3d sq. White will 
check at K. 2d sq. then at Q. sq. or at adv. K. 3d sq. 
according to whatever square the K. moves to, winning 
the B. &c. 

If he check at adv. Q. Kt. 4th sq. White will play K.* 
to K. B. 3d sq. discovering check, checkmating after- 
wards in three moves at most. 

If he play the Book to Q. Kt. 3d sq. the White will 
check at K. 2d sq. then at K. 3d sq. or at K. B. sq. and 
afterwards at K. B. ^d sq. according to the move of the 
Black. 

If he play the Book to Q. Kt. 2d sq. White will check 
at K. 2d sq. then at K. B. 3d sq. if Black play K. to 
adv. K. B. sq. or K. B. 3d sq. bat if he play K. to 
adv. K. Kt sq. White will check at K. sq. then at K. Kt. 
3d sq. and afterwards at K. B. dd sq. 



King to adv. K. sq. 



su 
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If he play the Book to adv. Q. Kt. sq. White inl( play 
K. to K. B. dd sq. discovering ebeck ; and if Black move 
the K. to adv. K. B. sq. White will check at adv. K. R. 
4th sq. and then at adv. K. Kt. 3d sq. 8cc. ; bat if 
Black move the K. to adv. K. Kt. sq. White will check 
at K. dd sq. then at adv. K. R. 3d sq. and adv. K. Kt 
3d sq. &c. 

If he play the Rook to adv. Q. B. 2d sq. White wiU 
play K. to K. B. 3d sq. and afterwards by checking ai 
adv. K. R. sq. or K. Kt. 2d sq. will either give mate or 
win the R. by checking at adv. K. R. 2d sq ; Black, 
therefore, plays 



2. King to adv. K. Kt. sq. Q. to Q. R.sq. and checks. 

a. King to adv. K. R.2d sq. Qaeen to K. sq. 

4. If he play the King, White will win the R. by jpldf- 

ing Q. to K. B. sq. 
.If he play the Rook to adv. K. Kt. «q. the Q. will 
checkmate him at K. B. 4th jq. 

If he play the Rook to K. Kt. 4tb sq. ha will lose it 
by a check at K. R. 4th sq. 



1st. R. to adv. K. Kt. 2d sq. or 
2d. B. to adv. Q. R.'2d9q. or 
3d. R. to ^dv. K. B. 2d sq. chg. 



BLACK. 



In the first place, 

WHITE. 




King to K. B. ad sq. and 
checks. 
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If he play Rookto K. Kt. 2d sq. or to adv. Q. Kt. 2d 
[. lie will lose it by a check at his K. 4th sq. ; he) there- 
re, plays 



^BLAdK. White. 



5. King to adv. K. Kt. sq. ^ 



I. Book to K. Kt. sq. or Qaeen to adv. K. 4th sq. 

(A) or (B) or (C) 3 and checks. 
5. King to adv. K. R. or^ Queen to Q. R. sq. and 

£. Kt. 3q* ^ checks. 

S. If he interpose the Rook he will be checkmated at his 

K. R.iiq. "onA if he play K. to adv. K. R. 2d sq. 

he win lose the R. by a check at Q. R. 2d isq. &c. 

Variation ( A ) 
L Rook to K. Kt. 3d sq. Q.toadv.K.4thsq.and checks. 

Queen to adv. Q. B. 4fh sq. 
and checks. 

8. If he play to the R. file he will lose the R. by a check at 
his K. R.^4th sq. and if he play elsewhere he will be 
checkmated. 

(B) 

I. Rodk to^dv. Q. B. 2d sq. 'Q.toK.fl.4th8q. and checks. 
b. King to adv. K. Kt. sq. Q. to hef 4th sq. add checks. 
B. King-to adv. K. R. 2d'8q. Q. to^adv^Q.Sdsq.andoheoks. 
7. If he^lay'to adv. K. R. or K. Kt. sq. he will lose the R. 

and if he^play to adv. K. R. 3d sq. he will be check- 

miBted. 

( C ) 

4. Rook 'to adv. Q. R. 2d sq. Q.toadv.K.4th8q.and checks. 
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BLACK. WHITE. 

6. If he play King to adv. K. R. sq. White will check at ad? « 

K. R. sq. and thea either checkmate at Q. R. sq. or 

wia the R. by checkiag at adv. K. Kt. sq. ; therefore. 
King to adv. K. Kt. sq. Q. to her 4th sq. and checb. 
6. King to the R. file. Q«to adv. K.R. sq. and checb, 

and then either checkmates at Q. R. sq. or wins the R. 

by a check at adv. K. Kt. sq. 

In the second place, 

1. Rook to adv. Q. R. King to K. B. 8d aq. dii- 

2d sq. y covering check. 

, C Qneen to her 4tb sq. and 

2. K. to adv. K. Kt. sq. < T ^ 

V checks. 

Qneen to adv. K. R. sq. 
and checks. 

4. If he interpose he will be checkmated, and if he play 
K. to adv. K. Kt. sq. he will lose the R. by a 
eheck at his K. Kt. sq. 

In the third place, 

1. Rook to adv. K. B. 2d^ King to his 8d sq. dis- 

sq. and checks. 3 covering check. 

2. King to adv. K. Kt. 2d 1 Qneen to adv. K. Kt 4tli 

sq. or ( D ) 3 sq. and checks. 

3. King to adv. K. B. sq. Qneen to K. R. 4tb sq. 

4. If he play Rook to adv. K. Kt. 2d sq. the Q. shoold 

check at K. R. sq. then at K. B. 3d sq. and after- 
wards checkmate at Kt 2d sq.; therefore. 



8. K. to adv. K. R. sq. | 



I King to K. B.^d sq. 
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Rook to adv. K. 2d 
sq. and checks 
5. If he move the Book to adv. K. Kt. 2d sq. White 
will play Q. to K. R. 3d sq. and if he move it else- 
where, the Q. will checkmate at K. R. sq. 



(D) 

, i Queen to K. Kt. 8d sq. and 

2. King to adv. K. Kt. sq. ^ ^ 

i checks. 

3. If he interpose the Rook, White will check at K. sq. and 

then play K. to K. B. 3d sq. &c. as has been already 
shown ; therefore. 
King to adv. K. R. sq. 'Must not take the R. on ac- 
count of the stalemate, but 
Q. to K. R. 4thsq. and chks. 

4. Rook to adv. K. R. 2d sq. Queen to K. sq. and checks. 

5. King to adv. K. Kt. 2d sq. Q. to K. B. 2d sq. and checks. 

6. Kiog to adv. K. R. 3d sq. Q.to K. B. 3d sq. and checks. 

7. King to adv. K. R.4thsq. King to K. B. 4th sq. and 

checkmates in three moves 
at most. 

Third Situation. 

WHITE. BLACK. 

King at his 3d sq. King at adv. K. B. sq. 

Queen at K. Kt. 4th sq. Rook at adv. K.R. 2d sq. 
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White to move. 

WHITE. BLACK. 

1. Q. to her sq. and checks. K. to adv. K. Kt. 2d sq. 

2. ' Q.toK.2d8q.and checks. K. to adv. K. Kt. sq. 

3. Q. to K. sq. and checks. K. to adv. K. Kt. 2d sq. 

4. Qaeen to K. B. 2d sq. •) , « , 

S K. to adv. K, R. 3d sq. 
and checks. 3 

5. Qaeen to K. B. 3d sq. 8cc. as before. 



In the following sitaations if the Black have the move 
the game will be drawn. 

Fourth Situation. 

WHrni. BLACK. 

King at K. B. 3d sq. King at adv. K. R. sq. 

Qaeen at K. 3d sq. R. at adv. K. Kt. 2d sq. 

Black plays Rook to adv. K. Kt. 3d sq. and draws 
the game. 

Fifth Situation. 

WHITE. BLACK. 

King at K. B. 3d sq. King at adv. K. R. sq. 

Qaeen at K. B. 4th sq. Rook at adv. K. R. 2d sq. 

Black plays Rook to adv. K. B. 2d sq. and draws 
the game. 
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Sixth Situation. 

WHITE. BLACK. 

King at K. B. sq. King at adv. K. R. sq, 

Qneen at K. B. 2d sq. Rook at adv. K. 4th sq. 

Black plays Rook to adv. K. B. 4th sq. and draws 
the game. 

Seventh Situation. 

WHITE. BLACK. 

Eang at his 3d sq. King at adv. K. sq. 

Qaeen at her dd sq. tiook at adv. K. B. 2d sq. 

Black plays Rook to adv. K. B. 3d sq. and draws the 
game. 
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King and Rook against the King and Knight. 

If the Knight be close to its King, the game will be, 
for the most part, drawn. 



Situation. 

WHrrE. BLACK. 

King at his sq. King at adv. K. 3d sq. 

Knight at Q. B. sq. Rook at adv. Q. R. sq. 

Solution. 

1. King to Q. sq. Rook to adv. Q. Kt. sq. 

2. King to Q. B. 2d sq. Rook to Q. Kt. 4th sq. 

3. King to Q. sq. Rook to adv. Q.Kt.2d sq. 

4. King to his sq. Rook to adv. Q. 2d sq. 

6. If the King were to move to his B. sq. the Black, by 
checking with his R. at adv. Q. B. sq. would gain 
the Kt. ; therefore^ White moves 
Knight to its 3d sq.* 
attacking the adv.! 

6. Knight to Q. B. sq. Rook to adv. K. B. 2d ^q. 

7. King to Q. sq. Rook to adv. K. R. 2d sq. 

8. Knight to its 3d sq. • King to adv. Q. 3d sq. 



] Rook to adv. Q. Kt. 2d sq. 
.R.5 
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^ Rook to adv. R. sq. chg. 



WHITE. BLACK. 

9. Kt. to Q. B. sq. chg. King to adv. Q. B. 3d 8i|. 

10. Knight to K. 2d sq. chg. King to adv. Q. Kt.2dsq. 

11. King to his sq. King to adv. Q. B. 2d sq. 

12. King to B. sq. King to adv. Q. 2d sq. 

13. Knight to K. Kt. sq. 

If the Black were to move his Rook to adv. R. sq. the 
White would go and attack it by moving his K. to Kt. 
2d sq. ; therefore, 

King to adv. Q. sq. 

14. Knight to K. B. 3d sq. 
attacking the R. 

15. Knight interposes. Rook to K. R. 4th sq. 

16. The White must not now move his Knight to K. 2d 

sq. because the adversary, by giving check with 
his R. at K. B. 4th sq. would win the Kt. but 
must move 

King to Kt. 2d sq. King to adv. K. sq. 

17. Kt. to K. B. 3d sq. chg. King to adv. K. 2d sq, 

18. Knight to its sq. chg. King to adv. K. 3d sq. 

19. King to B. sq. Rook to K. B. 4th sq. chg, 

20. King to its sq. Book to adv. J^, B. 2d sq. 
21p If the King were to move to Q. sq. the Black, by 

X checking at adv. K. B. sq. wonld gain th^ Kt. ; 
therefore, 



Knight to R^ 3d sq. 
attacking the R. 



I Rook to adv. K. Kt. 2d sq. 
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WHITB. BLACK. 

Od. King to m. aq. attAcking the B. 

R. to ad¥. K. R. 2d sq. at- 
tacking the Kt. or (A) 
Qx)oktoadv. K.B. 3d gq. 
chg. 

Rook to adv. K. Kt. or Q. 
Kt. 2d sq. 

25. King to B. sq. and the game must be drawn. 

Variation ( A ) 

22 • King to adv. K. B. 3d sq. 

23. King to his sq. 

If the Black play his K. to adv. Kt. 3d sq. attacking the Kt. 
the Kt. must move to adv. Kt. 4th sq. returning to the K. in a 
few moves. If the Black were to move his King to adv. Kt 
4th sq. the White would check with his Kt. at B. 2d sq. ; there- 
forcy Black moves 



• 




Rook to adv. K. R. 2d sq. at- 
tacking the Kt. 



24. The White now may check with his Kt. in two places; 
firsty by moving to its own sq. which is the best move, 
as it would draw the game ; and, seeoadly, at adv. Kt. 
, 4th sq. which latter would lose him the game by the Kt. 
being farced awaiffrm its Ij^. as the following ezample 
will demonstrate. 



Blaok may now move 

29. Knight to its sq. | 
24. King to his sq. ^ 
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Situation. , 
whitb> black. 
King %t bi$ 911. Kiog at adv. K« B. 3d sq. 

^ . , « ^ C ^Pok at adv. K. 2d sq. 

Knight at K. R. 3d sq. ^ ^ h 

' attacking the Kt. 

King to adv. K. 3d sq. pre- 
venting the Kt. from moving 

24. Knigl^tchepksataidv.Ktj 

< to B. 3d sq. or K. 4th sq. 

4th sq. J ... . ^ 

' and threatening; at the 

same time, checkmate. 

25. If the King move to his B. sq. the Black would move his 

R. to its 4th sq. ; therefore, 
King moves to Q. sq. Rook to its 4th sq. 

Kiiight to adv. K. 3d sq. ^ Rook to K. 4t)i s.q. ^ttapking 

or(B) 3 ^lieKi. 

27. If the Knight move to adv. Kt. 2d sq. the Black «riU move 

his K. to adv. fi. 4th sq. afterwards to his Kt. 4tfa sq. 
when, by placing his R. at K. 2d sq. he would win the 
Kt. ; therefore, as its best. 
Knight moves to adv. Q. 
B. 2dsq. or (C) 

28. King to Q. 2d sq. or ( D ) King to adv. B. 4tfa sq. 

28. If the Knight go to the R. sq. the Black will move his K. 
to Kt 4tb sq. and, should the White check with his Kt. 
the K. will go to the 3d, yid then the 2d sq. of the Kt. 
i^id, should ih^ K. move, the R. must go to the K. or 
Q. R. ^ 9q. L^tly, \f, instead of the above, the 
White K. place hfmself at the Q. B. 2d sq. the Black 

y 2 



I King to adv. Q. 4th sq. 
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WHITE. BLACK. 

will move his R. to the K. 2d sq. afterwards hisK. to the 
Kt. 4th sq. and then the R. either to the R. or Q. Kt. 2d 
sq. according to the play of the White» forcing the Kt. 

(B) 

26. Knight to adv. K. B. 2d sq. Rook to Q. 4th sq. chg. 

27. King to Q. B. 2d sq. King to adv. B. 4th sq. 

28. Knight toK. R. 3d sq.* Rook to Q. 2d sq. 

29. Knight to adv. Kt. sq. King to Kt. 4th sq. and, by 

playing R. to Kt. 2d sq. 
will win. 



* If the knight had gone to the rook's square, or the king to the 
queen*s bishop's, the following moves would have taken place. 

WHITE. BLACK. 

28. Knight to R. sq. King to B. 4th sq. 

39. If the K. be moved, the Black must place his K. at the B. 3d sq. 
and then his R. at the Q. sq. ; therefore, the 
Knight returns to B. 2d sq. . King to the Kt. 3d sq. afterwards 

to the Kt. 2d sq. winning the 
Kt. 

WHITE. BLACK. 
28. King to Q. B. 2d sq. Rook to Q. 2d sq. 

Rook to the K. Kt. 2d sq. afte^ 
wards K. to the Kt. 4tb sq. 
and then R. to the K. R. 2d 
sq. should the Kt. be at the 
R. sq. winning the Kt. 



29. Knight to adv. R. 3d sq. or 
R. sq. 
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(C) 




WHlTB* 


BLACK. 




Kn^ht to ady. K. B. sq. 


Rook to Q. 4th sq. chg. 


fi8« 


Kii^ to Q. B. 2d sq. 


Rook to Q. 3dsq. 


29. 


King to Q.B. 3d sq.* 


King to ady. B. 4th sq. 


ao. 


KhigtoQ.B.4th sq. 


King to his B. 4th sq. 


31. 


King to adv. B. 4tb sq. 


Rook to Q. sq. 


32. 


Knight to adv. R. 2d sq. 


Rook to K. R. sq. or King 






to Kt 3d sq. and Black 






must win. 






(D) 


28. 


Knight to Q. R. 3d sq.f 


King to adv. Q* B. 4th sq. 



* If the knight should go to adversaiy's rook's 3d sq. the followuig 
moves would occur. 

WHITE. BLACK. 

29. Knight to adv. R. 2d sq. King to adv. B. 4th sq. 

30. If the Knight go to the adv. B. sq. the Black will move his K. to 

the B. 4th sq. &c. ; therefore. 
King moves to Q. B. 3d sq. King to B. 4th sq. 

31. King to B. or Kt. 4th sq. Rook to Q. sq. then to R. sq. 

winning the Kt. 

f If, at the twentj-eighth move, the knight should go to the rook's 
square, the Black should regulate his moves in the following manner 

WHITE. BLACK. 

38. Kni^t to R. sq. King to Q. B. 4th sq. 

89. Knight to adv. Q. B. 3d sq. King to Q. Kt 3d sq. 

90. Knigiht to R. sq. chg. King to Kt. 3d sq. winning the 

Kt. «m:7 
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WHITE. BLACK. 

29. If the Koight mofe to the adv. Q. Kt. sq. the Black will 
give chtek WMi Ms R. at th^ Q. 4fh 84. ftMhnMs 
moving \hk R. to 3d sq. and wtt file Kt.; th(^- 

Knirfaft tedies ^dv. 

S Rook to K. 2d sq. 
B.2d8q. 5 

80. If the Kttigtft move 16 the R. tn\. the Blaek, % |Aa^g 

his R. afQ. Kt. 2d sq. will win it ; therefore. 

Knight moves to ft. Bd sq. King to Q. Kt. 4th sq. 

31. Knight to adv. Q. Kt. sq. Rook to Kt. 2d sq. and the 

Kt. is lost. 



QAMM. OF CHE88. 
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The King 4md Bishop agairM the King mi 
Rook. 

Tte King Wd Bishop, fn any mdifferetrt porittbD, will 
iknifdlhiiljr dtaw against the Kibg and Rook. 

The method of drawing this game is to keep moving 
^ Biriiopy add not to play the King nntil forced, taking 
care always to prevent the adversary from placing his 
King in opposition to yours, when the Bishop has covered 
a check from the adverse Rook on the royal line. 
* Another method of securing the drawn game (bat by 
no means the only one, as stated by Philidor) is to place 
the King at that Rook's square which the Bishop does 
not command, having the Bishop to interpose in case of 
check from the adverse Rook. 

Situation. 

WHIT£. BLACK. 

King at his B. sq. King at adv. K. 3d sq. 

K. Bishop to adv. Q.B. 3d sq. Q. Rook at ito 3d sq. 



Solution. 

1. B. to adv. Q. Kt. 2d sq. Rook to Q. Kt 8d sq. 
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1¥HITE. 

2. B. to adT. Q. 4tb sq. 

3. B. to adv. Q. B. 3d sq. 

4. King to Kt. sq.* 

6. B. to adv. Q. 4th sq. 
• 6. B. to adv. B. 3d sq. 

7. B. to adv. Q. Kt. 2d sq. 

8. King to R. 2d sq. 

9. King to R. 3d sq. 

10. King^ashisbestmoveyi 
plays to R. 4th sq. / 



BLACK. 

Rook to adv.Q.Kt. 2dsq« 
R. to adv.K.B.2d8q. chg* 
King to adv. K. 2d sq. 
King to advk K. sq. 
Rook to adv. K. B. &d sq. 
Rook to K. Kt.3dsq.chg. 
King to adv. B« 2d sq. 
R. toadv.K.Kt.8d8q.chg. 
Black plays any where, .and 

White must draw the 

game. 



* If the king had moved to his square the bishop would have been 
lost; thus, 

WHITE. BLACK. 

C Rook to adv. Q. B. 2d sq. threat- 

4. King to his sq. < 

C. to give the mate at adv. B. sq. 

5. Bishop to Q. R. 4th sq. Rook to adv. Q. B. sq. chg. 

6. B. is forced to interpose at Q.sq. Rook to adv. Q. Kt. sq. 

7. The White is forced to move his K> away from the B. and the 
Black would win. 
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The King J Rook, and Bishop, against the King 
and Rook. 

The celebrated Academies of Chess that flourished at 
Naples were divided in opinion respecting the possibility 
of giving this mate. Carrera, at the Ninth Chapter 
of his Third Book, affirms that the two pieces have the 
absolute power of winning ; and Salvia denies that the 
mate can be forced , unless the other player conmiit a 
mistake. This question is not even now determined: 
that there are positions in which the game can be won 
those proposed by Phildor and LoUi can leave no room to 
deny. I shall also submit to the amateur four other 
positions in which the game is considered as drawn ; the 
first I have taken from LoUi, and the three last were 
given me by a foreign gentleman, whose name I am not at 
liberty to make use of. To attempt the solution of these 
last-mentioned situations would, in the present instance, 
be impossible, the Variations themselves would fill a 
volume. It perhaps may be satisfactory to the amateur 
to be apprized that the three last have been examined for 
upwards of six weeks by some of the best players in 
France prior to their coming to this determination : — they 



980 



IKBAIISfi ON THE 



may be subject of study for those who have more inclina- 
tion and time than myself. 
The following is the position given by Philidor. 

Situation. 

• WHITE. BLACK. 

King at adv. K. 3d sq. King at his sq. 

Rook at Q. B. sq. Rook at Q. 2d sq. ^ 

Bishop at adv. K. 4th sq. 



On wbat particular ground this writer can assert that 
the above is the best position fbr the Black, aiiA the only 
good one to make a proper defence, I dm utterly al a loss 
i6 determiti^ ; it c&tMt h& fi'dm the utoconfined ^ttliitibh 
tif the Black King, for h6 is at pr^stot teittritsted lb t^o 
s^uaV^s in mbving^. The solution which t^hiliddl' giv^ to 
thiis |>oditi6n has b^n by lii^ny cohsidei'ed as siting th6 
stibje6t at t^di ; but t may be ^oWed to obseH^^, that 
nothing is at all decii^ive of the qudstioti wh^e litfld 
actidh is giv^ to th^ pieces of l&e bfte iti Odmpietfidbli %6 
that of the dtlier. 

The following is the solutibi^ he g^ve^ : it is fife 1)€St 
]played situation ih th^t triiter'is book. 

SaLUTIOlif. 



Iv^iTrtE. 
1. Rook giV^i bh^tsk. 



Rddk ilpft^fpoi^. 



WHITE. BLACK. 

2. Rock U adt. Q. &a sq. Rook to tf4v. ^. 9d 8q<* 

3. R. to adv. Q. Kl. fid is^.f Rook to adV. Q. sq, 

4. R. to adv. K. Kt. 2d Bq^ R. to adv. K.B. Bq. or (A) 

5. Bishop to K. Kt. 3d sq. K. to B. sq.|| or ( B ) 

6. Rook to K. Kt. 4th sq. King to his sq.§ 

7. Rook to Q. B. 4th sq. R. to adv.Q. sq.^f or <0) 

8. Bishdp to K. R. 4th sq. King to B. sq. 



* He takes the situation most proper to elude you. In order to give 
^ the mate^ you must force your adversary to place his rook either at 
your queen's square or at your queen's third square : in either situa- 
tion, the game myst be won after a few moves. 

f He js forced to place his rook at the queen's or queen's third 
sqilare. 

X fLe has been forced to place his rook at one of tikose squares where 
he is in a course to lose: but that is not sufficient ; for your rook must 
not be further from your king than a knight's move. Were you to 
^ay'the rook to its qiieen's bishop's second square, he would j^ay his 
to j'our queeh'-s tecond sqiiai^e, and you would be obliged to recom- 
iDienee ; but, by plfiynig your rook to the ri^t, he must, to avoid the 
matfr^ play his to yoiir king's bishop's square, which is not better than 
that of his qiieen. 

H As he coBld have moved his rodk to your king's bishop's third 
square a Varialioh ( B ) will be given. 

§ He moves his king in order to cover the check with bis rbok. 

If 'A Variation ( G ) Will b^ given, as he might have pltiyed king to 
bishop's square. 
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WHITE. . BLACK. 

9. B. to adv. K. B. 3d sq. Rook gives check. 

10. Bishop interposes. King to Kt. sq. 

11. Rook to K. R. 4th sq. and must ¥rin. 

Variation (A) 

4. Rook to adv. K. Kt. 2d sq. King to B. sq. 

5. Rook to adv. K. R. 2d sq.* Rook to adv. K. Kt sq. 

6. Rook to adv. Q. B. 2d sq.t King to Kt. sq. 

7. Rook to adv. Q. B. sq. chg. King to R. 2d sq. 

8. Rook to adv. K. R. sq. chg. and must win. 

(B) 

5. Bishop to K. Kt. 3d sq. Rook to adv. K. B. 3d sq< 

6. Bishop to adv. Q. 3d sq. R. checks at adv. K. 3d sq« 

7. Bishop covers tlie check. Rook to adv. K. B. 3d sq.t 

8. R. checks at adv. K. 2d sq. King to B. sq.|| 



* You oblige him, by this move, to place his rook at yoar king's 
knight's square, to avoid the mate, by which you will win his rook. 

f He has no other method to avoid the mate than by moving his 
king to his knight^s square, for, should he check with his rook, you 
will remain with the same attack by covering with the bishop. 

X Had the king been moved to bishop's square, you would have 
placed your rook at adversary's king's rook's second square, in order 
to give the mate next move. 

II If the king had been moved to his queen's square, you would have 
played your rook to his queen's knight's second square. 



GAME OF CHESS. 

WHITE. BLACK. 

9. Rook to adv. Q. B. 2d sq. King to Kt. sq. 

10. R. to adv. K. Kt. 2d sq. chg. King to B. sq.* 

11. Rook to K. Kt. 4th sq. King to his sq.f 

12. Bishop to K. B. 4th sq. and White must win. 

(C) 

7. Rook to Q. B. 4th sq. King to his B. sq. 

8. Bishop to adv. K. 4th sq. King to his Kt. sq. 

9. Rook to its K. R. 4th sq. and must win the game. 

Lolli, aftei* bearing ample testimony to the elegance 
and ingenuity of the foregoing demonstration, observes, 
that the general proposition laid down by Philidor, of the 
Rook and Bishop winning against a Rook, can only be 
sustained on the supposition that the adversary can always 
be forced into this or a similar position, and this is a point, 
he adds, which he will not undertake to investigate. That 
the solution given by Philidor is justly entitled to the ap- 
plause which every subsequent writer on the game has 
uniformly bestowed on it, it would be presumptuous in any 
one to deny ; but, without seeking to detract from the cre- 



* If the king had been placed at the rook's square, the rook would 
have been won by a check by discovery. 
. f If the rook had been played to your king's third sq[uare, to prevent 
his bishop giving check, you should have pfayed rook to king's rook'i 
fourth square, in order to give< mate next move. 
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ditdae to him for this well played solation, I may be per- 
mitted to observe, that a want of accaracy or candour may 
be fairly impated to him. In the early editions of his 
Analysis he assures the reader that the situation in which 
he has placed the pieces is the most advantageous for the 
defending Rook ; but, in the edition of 1777, he gives 
another demonstration, which he calls a method of forcing 
the adversary into this position, having been informed^ he 
says, that amateurs found considerable dilBSicnlty in forcing 
the King to take the position originally assigned. Now 
it is evident that^ if the position first given were the most 
adv^antageous for the defending player, any otkev position 
^ must be less fevoiurablei and the new denionslratiQnwoBld 
be nether more nor less than a method of fcMPcing the 
adversary^to protract his defence. The truth is, Fhilidor 
seemi^ to have fallen into this absurdity from an mmOmg^ 
Mess to abandon his first assertion, that be had given the 
ppsition whfoh was most favourable to the defeoee. The 
amateur will perceive that I have emitted that which k 
termed by Philidor forcing the king to take the posi-i 
tion assigned," and I oniit it becanse it is iiaworthy oi 
notice by any person who pretends to the slightest know- 
ledge of the game, as aln^pst every move which he gives 
is objectionable. But I wiU not detain my read^ ap; 
longer in commenting on a position tb«t would iU r^pay 
them for the labour of examining. 
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I shall DOW proceed to give the Three Positions inserted 
in Lolli's Treatise ; in the two former of which the Rook 
and Bishop win, and in the latter, as he affirms, the game 
can only be drawn. 



First Position. 

WHITB. BLACK. 

King 9t adv. Q. B. 3d sq. 



JMLing 9t adv. fj. H. dd sq. \ 
Q. R. at adv. Q. R. 3d sq. V 
Q. B. at adv. Q. B. 4Ch sq. ) 



King at his Q. B. sq. 
Rook at his Q. Kt. 2d sq. 



Solution. 

1. R.checksatadv.Q.R.sq. Rook covers. 

2. Rook to adv. Q. R. 2d sq. R. to adv. Q.Kt. 2d sq.( * ) 

3. Rooktoadv.K.Kt.2dsq. Rook to adv. Q. 2d sq. 

4. R. to adv. K.B. 2dsq.(*) Rook to adv. Q. sq. (*) 

5. Rook to adv. Q. R. 2d sq. R. to adv. Q. Kt. sq. ) 

6. Bishop to Q. R. 3d sq. R. to adv. Q. Kt. 3d sq. 

7. Bishop to adv. Q. 3d sq. R.checksatad.Q.B.3d sq. 

8. Bishop covers. Rook to adv. Q. Kt. 3d sq. 

9. Rook checks at adv. "> _ 

> King to Q. Kt. sq. 
Q.B. 2dsq. i ^ . 

10. Rook to adv. K. 2d sq. King to Q, R. sq. 

11. Rook to his K. 4th sq. and will give checkmate in 

four moves at most. 
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(■) If be were to play Uog to queen's square, you would 
win the rook by playing your rook to adversary's king's knight's 
second square. 

(^) You play you rook here in order to compel him to play 
his rook to your queen's square, your queen's third square, or 
to his own queen's square. Until you have forced bim to 
occupy one of these squares the mate cannot be effected. 

( ^ ) If he play to your queen's third square, you must play 
your rook to his queen's rook's second square, and if he then 
play his king to queen's knight's square, you must retire your 
rook to its fourth square, threatening check with the bishop, 
and afterwards checkmate ; and, upon his playing the rook to 
your queen's bishop's third square, to prevent the check, you 
must play your rook to king's fourth square ; but if, at the 
fifth move, instead of playing king to queen's knight's square, 
he play his rook to your queen's knight's third square, you 
must give check with the rook at his queen's bishop's second 
square, and play afterwards as from the ninth move. But if, 
at the fourth move, he play his rook to queen's square, yoo 
must play your bishop to his king's second square ; and, upon 
his retiring the rook to king's knight's or king's rook's square, 
you must play your rook to adversary's king's bishop's fourth 
square, and afterwards to adversary's queen's rook's fourth 
square. 

) If, instead of this move, he play king to queen's knigbt'i 
square, you must play your rook to its fourth square, threat- 
ening check with the bishop, and afterwards mate ; and upoo 
his playing his rook to your queen's bishop's square, you will 
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pass your rook to kingfs foortb square, and be can no longer 
avoid tbe mate. 

) If, instead of this move, be retire bis rook to his queen's 
knigbfs square, yon will wm immediately by playing your rook 
to his king's bishop's second square ; or if be play king to 
queen's knigfaf s square, instead of moving his rook, yon must 
still play your rook to his king's bishop's second square ; and, 
npon bis playing king to queen's rook's square, for bis best, you 
must pkiy rook to his king's bishop's fourth square, compelling 
him to play his rook to queen's knighf s second square, and 
afterwards, by playing your rook to yonr king's bishop's fourth 
square, you will gain the move and give checkmate in four 
moves at most. 



Second Position. 

WHITE. BLACK. 

King at adv. Q. R. 3d sq.N ^« 

® J King at his Q. R. sq. 

Eookatadv. Q. adsq. > ^ , , . ^ \ 

^ « , I at his Q. Kt. 2d sq. 

Bishop at adv. Q. R. 4th sq. j 



To force tbe mate in this position you mnst first bring 
»nr K. to his Q. B. 3d sq. which is effected in the fol- 
^ng manner. 



z 
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WHITE. 



SoiitTTION. 

BLACK. 



1. B. to adv. Q. Ki. ddsq. 

2. K.toady.Q. Kt. 4th sq. 

3. K. to adv. Q. B. 3d sq. 

4. B. to adv. Q. B. 2d sq. 

5. Rook to adv. Q. 4tb sq. 

6. Bishop covers. 

7. Rook to adv. K. 4th sq. 

8. R. checks at adv. K. sq. 

9. Bishop checks at adv. Q. 

the next move. 



R. checks at his 2d sq. (*) 
R.to his E.R.2d sq.^ or^) 
Rook to his K. R. sq. 
Rook to his K. Kt. sq. 
R. checks at E. Ki. 3d sq. 
Ropk to K. Kt. 2d sq. 
Rook to K. R. 2d sq. 
King to Q. R. 2d sq. 
B. 4th sq. and gives mate 



( ■ ) If he retire his rook to his queen's knight's square^ you 
most play as follows : — 

WHIIIB. BLACK. 

2. Bbhop to adv. Q. B. 2d sq. Rook to his Q. B. sq. 

3. King to adv. Q. Kt. 3d sq. Rook to his K. Kt. sq. 

4. Rook to adv. Q. 4tb sq. and afterwards playiog B. to adv. 

Q. 3d sq. will win in a few moves. 
( ^ ) If he return rook to queen^s knight's second square, you 
must play as follows : — 

VnilTE. BLACK. 

3. King to adv. Q. B. 3d sq. Rook to Q. Kt. sq. 

4. Rook to adv. Q. 4th sq. 

If the Black now check at his qneen'^ bishopV square, yoo 
win cover with the bishop and give mate or win the rook tke 
next move ; if he return to queen's knight's second squaiev yei 
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must i^ay yoBr rook to yoar queen's foarib square, to gain tb^ 
move and afterwards give tnate^ or yf'm the rook ; and if he play 
the rook along the last line of the chess-board^ you will check 
with the rook at his queen's rook's fourth square, and give mate 
is two moves. 

( ^ ) But if, at the second move, he play rook to your qbeen's 
rookfs square, you must play as follows :•— 

WHITE, BLACK. 

3. King to adv. Q. B. 3d sq. R. checks at adv. Q. B. sq. 

4. Bishop covers. Rook to adv. Q. Kt. sq. 

5. Rook to Q. 4th sq. and will give mate in four moves at 

most. 



Third Position. 



WHITE. BLACK. 

K. at adv. KtT 3d sq 
Rook at adv. K 
B. at adv. K. Kt 



C 3d sq. •^ 
. 3d sq. > 
t. 4th sq. J 



King at his Kt. sq« 
Rook at bis K. B. 2d sq« 



In this position, says LoUi^ the White cannot win, for 
the Black can always prevent him from bringing his king 
to the adversary's king's third square, and his bishop to 
adversary's king's fourth square, without which the mate 
can never be given. This position of the pieces may 

z 2 
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occur on the chess-board in four ways with one bishop^ 
and in four with the other. It is not, therefore,, a case 
of such rare occurrence, but that the diligence of the 
defending player may frequently succeed in gaining this 
position. In addition to this case, I shall give three 
other positions which were furnished by the French gen- 
tleman to whom 1 have already alladed, and which, after 
much examination, are supposed also to make drawn 
games. I abstain, from the same motives which probably 
influenced LoUi, from tracing all the variations which 
arise in the investigation of these positions. The task 
would be endless ; and it is more equitable that those who 
may be inclined to doubt the conclusion at which I hafe 
arrived, should show that the games may be won, than 
that I should be called upon to prove a negative. Upon 
the whole, if there be no general method of forcing the 
defending player into the position originally assigned to 
him by Philidor ; if, in a number of different cases, the 
king, rook, and bishop, pannot give mate against the 
king and rook, which we are warranted in concludingi 
until the contrary be shown, the general proposition ad- 
vanced by Philidor falls to the ground ; his demonstra- 
tion amounts to nothing more than an example of a mate 
from a given position, and is rather to be considered as 
an excepted case than as a general proof that the mate 
can be effected in all situations. 
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The following are the three positions I allade to in 
which the game is considered as drawn. 

WHITE. BLACK. 

King at adv. Q. 4th sq. 

^ , , ^ « , f King at Q. 2d sq. 
Rook at adv. Q. R. 3d sq. > 

^. , ^ . i Rook at K. B. 2d sq. 

Bishop at Q. 4th sq. J 

Drawn Game. 

King at adv. K. B.4th sq.'X 

^ , , ^ « 1 I 2d sq. 

Rook at adv. Q. R. 3d sq. > 

Bishop at K. B. 4th sq. ^ . 



Drawn Game. 

» 

King at adv. Q. 4th sq. ^ ^ 

f Kmg at Q. sq. 
Rook at adv. K. R. 2d sq. V \ 
_ _ i Rook at adv. Q. sq. 

Bishop at Q. 4th sq. J 



Drawn Game. 
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SOLUTION TO THE FRONTISPIECE. 

SiTUAtlON. 
WHITE. BLACK. 

King at his R. 3d sq. * King at his Q. R. 3d sq. 
Q. Bishop's and Q. Kt. P. K. Kt. «nd B. Pawns at 

at their 4tb sq. their 4th ^q. 

Q. R. P. at adv. R. 4th sq. • K. R. P. at adv. R. 4tb s^* 

The party playing first will win the game^ 
Solution. 

1. B. Pawn 1 sq. King to Kt. 4th sq. 

2« King4& R.2dsq.if h« 

were to move to Kt. 

2d sq. he would lose 

the game. Vide (F) 
d* King to Kt. 2d sq. B. Pawn 1 sq. or ( A- ) 

4. King to Kt. sq. 

• 

Whatever Pawn the Black move^ the White K. mnst 
play opposite to it, by doing which he will be able to stop 
the advance of them all ; for instance, 



Kt. Pawn 1 sq. 
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WHITE. BLACK. 

, 4. •* .« B. Pawn 1 8q. 

6. King to R. 2d sq. 



If th^ Black advance his B. Pawn 1 sq. the White 
will place his K. between the Pawns, preventing their 
advance; thei^efore, 

King goes to R. dd sq. 

r King to R. 2d sq. to pre- 

6. B. Pawn 1 sq. < vent the P. from going 

V to Q. 

7. Kt. Pawn 1 sq. King to Kt. sq. or ( B ) 

C King to R. or B. sq. or 

8. R. Pawn 1 '^^^ 



sq.or(D)^ 



R. or B. 2d sq. 
9. R. or B. Pawn goes to Q. in two moves. 

Variation (A) 
3.. R. Pacini 1 sq. «hg.^ 

4. King to Kt. 3d sq.* B. Pawn gives diedc. 

5. King to R. 2d sq. B. Pawn 1 sq. 

6. King to Kt. dd sq. &c. 

(B) 

7. •••• •• KingtoR. sq. 

8. B. Pawn 1 sq. or ( C ) King to Kt. 2d sq. 

game. 



V 
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9. Kt. Pawn 1 sq. 
10. R. Pawn 1 sq. 



King to B. sq. 
King to Q. 2d sq. 



11. R. Pawn 1 sq. and goes to Q. 



(C) 



WHITE. 

8. Kt. Pawn 1 sq. 

9. R. Pawn i sq. 
10. B. Pawn 1 sq. 



BLACK. 

King to Kt. sq. 

King to R. sq. 

One of the Black Pawns must 

move, and White gives 

checkmate. 



(D) 



8. Kt. Pawn 1 sq. 

9. B. Pawn 1 sq. or(£) 
id. R. Pawn 1 sq. chg. 

11. ' R. Pawn 1 sq. 

12. R. Pawn goes to Q. chg. 
18. B. Pawn goes to Q. and gives checkmate. 



King to R. sq. 
King to Kt. 2d sq. 
King to B. sq. 
King to Kt. 2d sq. 
Kin^ takes Q. 



(E) 



9. R. Pawn 1 sq. 

10. R. Pawn 1 sq. chg. 

11. B. Pawn 1 sq. 



King to Kt. sq. 
King to R. sq. 
King to Kt. 2d sq. 



12. R. Pawn goes to Q. and White must win. 

• The amateur will perceive, by the following moves, 
what care mast be used in playing a king with a view to 
stop the advance of pawns. 
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(F) 

WHITE. BLACK. 

2. King to Kt. 2d sq.* B. Pawn 1 sq.f 

3. If the King should go either to the R. or B. 3d sq. he 

would lose the game, in the manner shown at the sixth 
move of that Position to which this is a Variation the 
White, therefore, moves to R. 2d sq. he has two other 
methods of playing ; vide ( G ) and ( H) 
• • • • • B. Pawn 1 sq4 

4. King to Kt. or R. sq.§ R. Pawn 1 sq. winning the 

game ; for, should the adverse K. be at the R. sq. Black 
will be able to gain the move by the Kt. P. and he 
will win without the assistance of the Kt. P. if the 
White King should be at the Kt. sq. 

(G) 

3. King to Kt. sq. R. Pawn 1 sq. 

4. King to R. sq. 

The Black must not now move his Kt. Pawn, because the 



* This move loses the game. 

f If the Black h^d moved his knight's pawn one square he would 
have lost the game. 

{ If he moved the knight*s pawn he would have lost the game. 

§ If the king should move to the rook's third square^ the Black 
must advance his knight's, pawn, giving check, &c. 
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WHITE. BLACK. 

White^ by placing his K. at 2d sq. would win the ffme, but 
plays 

B. Pawn 1 aq. wimuiig the 

game. 

(H) 

3. King to R; sq.* B. Fawn 1 sq. 

4. King to R. 3d sq. Kt Pawn 1' sq. 

6. King any where. Kt. Pawn 1 sq* and Black 

must win. 



* Should the White King, at his third move, play to the bishop's 
or bishop's second square* the Black must regulate his moves accord- 
ing to the above directions^ as the positions are relatively the same. 
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The following is a Solation to the Position given by the 
Second Modenese, who has been erroneonsly stated to 
be Doctor MrcoU dal Mb ; the real name of the author 
of the following Position is Ponziani. 

Situation. 

BLACK. 

King at his B. 4th sq. 
Knight at Q. Bd sq. 
Pawn at K. Kt. 3d sq. 

The Black to move and win the game. 
Solution. 

1. Knight giyeii check. K. to R. dd sq. or( A) or (B) 

2. Kt. toady. B. 2d'sq.'cfag. King to Kt. 3d sq. 

3. Knight to adv. Q. 3d sq. Q. B. Pawn l sq. 

4. Knight takes K. B. P. Q. B. Pawn i sq. 

5. Kt.toR.4thsq. chg.or(C) King to R. 3d sq. or ( E ) 

6. King to his 3d ^q. Single Pawn l sq. 
%ing to Q. 2d sq. Single Pawn l sq. to Q. 



WHITE. 

King at his Kt.*dd sq. 
K. B. Pawn at its 4th sq. 
K. Kt.P. at ad V. Kt. 4th sq. 
K. R. Pawn at its 4ih sq. 
Q. B. Pawnjat its 4th sq. 
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BLACK. 


WHITB. 


8. 


King takes P. 


King to Kt. 4th sq. 


9. 


King to Q. 2d sq. 


King to B. 3d sq. 


10. 


King to his 3d sq. 


King to his 4th sq. 


11. 


King to Q. dd sq. 


King to B. 3d sq. 


12. 


King to his 4th sq. 


King to Kt. 2d sq.' 


13. 


King to adv. B. 4th sq. and must win. 




Variation ( A ) 


1. 




King to Kt. 2d sq. 


2. 


Knight to Q. B. 4th sq. 


King to Kt. 3d sq. 


fi 


Knight to K. 3d sq. 


R. Pawn 1 sq. 


A 

4. 


Pawn takes P. 


King to R. 4th sq. 


It 
O. 


Knight takes K. B. P. 


Q. B. Pawn 1 sq. 


6. 


King to Kt. 3d sq. 


Q. B. Pawn 1 sq. 


7. 


Knight to Q. 4th sq. stops the White P. and most ' 




- (B) 


i. 




King to B. 3d sq. 


2. 


Kt to Q. B. 4th sq. 


R. Pawn 1 sq. 


3. 


Pawn takes P. 


King to Kt. 3d sq. 


4. 


Knight to K. 3d sq. 


King to R. 4th sq. 


5. 


Knight takes K. B. P. &c. 





1. Knight checks. King to R. 3d sq. 

2. If in this situation the K. take K. B. P. tiien White will 



! 
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BLACK. WHITE. 

draw the game, by pushing Q. B. P. 1 sq. Vide (F.) 
But if, instead of this, the White move R. P. 1 sq. 
Black will win, as follows : 

3. Kt. takes Kt. P and checks. King to R. 4th sq. or ( 6 ) 

4. Kt. toB.3d sq. and checks. King to R. 3d sq. 

5. Pawn 1 sq. 

The game would be drawn if he took the While P. Vide (H. ) 



} 



6. Pawn checks. 

7. Knight to adv. R. 4th sq 

and checks. 

8. King to adv. B. 3d sq. 

9. Knight to K. Kt. 3d sq. 

10. Pawn 1 sq. 

11. Knight to adv. B. 4th sq. 

12. Knight to adv. K. 2d sq. 

and checks. 

13. Pawn checks. 

14. Pawn to Q. and checks. 

15. Queen to adv. K. 3d sq. 

and checks. 

16. Knight to adv. K. 4th sq. 

and checks. 

17. Q. to adv. K. Kt. 3d sq. 

and checks. 

18. Knight gives checkmate. 



} 



R. Pawn 1 sq. 
King to Kt. 2d sq. 

King to Kt. sq. 

R. Pawn 1 sq. 
Q. B. Pawn 1 sq. 
Q.B. Pawn 1 sq. or(I) 
R. Pawn to Q. 

King to B. sq. 

King to Q. sq. 
King to Q. 2d sq. 

King to Q. B. 2d sq. 

K. to Q. Kt. sq. or Kt. 2d sq. 

King to Q. R. sq. 
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BLACK. wHrra. 
If, in the fii'st sitaation of the game». Black were to take 
Q. B. P. instead of checking with his Kt. then White will draw 
the game by moving R. P. one sq. ; for 

2. Pawn niitst take. King to R. 4th^ sq. 

3. King to Kt. 9d sq. B. Pawn 1 sq. 

4. King must take it or 

moveofi; and 



J King 



takes P. 



(C) 

5. Knight to Q. 4tb sq. R. Pawn 1 sq. 

6^ Pawn takes P. King to R. 4th sq. 

7. King to Kt. 8d sq. King to R. 3d sq. 

8. King takes Pawn. King to Kt. 3d sq. 

9. Pawn checks. King to R. 3d sq. 

10. Knight to K. 2d sq. Pawnlsq. 

11. Knight to Q. B. sq. King to Kt. 2d sq. 

12. King to adv. K. Kt. 4th sq. King to R. 2d sq. 

13. Pawn 1 sq. King to R. sq. or ( D ) 

14. King to adv. Kt. 3d sq. King to Kt. sq. 

15. Knight to Q. 3d sq. King to R. sq. 

16. Knight to adv. K. 4th sq. Pawn to Q. 

17. Knight checks. King to Kt. sq. 

18. Pawn checks. King to B. sq. 

19. Pawn to Q. and checks. King to his 2d. sq. 

20. Q. to adv.Q. sq. and checks. King to his 3d sq. 

21. Queen to adv. Q. 3d sq. and checkmates. 
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BLACK. WHITE. 

13. KingtoKt&q. 

14. King to adv. Kt. 3d sq. King to R. sq» 

15. Knight to Q. 3d sq. Ki»g to KU iq. 



16. Knight to adv. K. 4th aq. Pawn to Q« . 

17. Fawn checks* 

If King move to R. sq. Kt will checkmate ; therefore, 

• KingtoB. sq. 

18. Pawn to Q. and checks. King to his 2d sq. 

19. Queen to adv. tK. B. 3d ) 

> King to his sq. 
sq. and checks. j 

20. Queen to adv. K. 3d sq. checks and checkmates the follow- 

ing move. 



(E) 



5. 




• • King to B. 3d sq. 


6. 


King to his 3d sq. 


Pawn 1 sq. 


7. 


King to Q. 2d sq. 


Pawn to Q. 


8. 


King takes it. 


King to his 4th sq. 


9. 


King to Q. 2d sq. 


King to adv. K. 4th sq. 


10. 


King to his 2d sq. 


.King to his 4th sq. 


11. 


King to his 3d sq. 


King to his 3d sq. ' 


12. 


King to his 4th sq. 


King to B. 3d sq. 


13. 


King to B. 4th sq. 


King to Kt. 2d sq. 


14. 


King to adv. Kt. 4th sq. 


and will win. 
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(F) 

BLACK. WHIIS. 

1. Knight checks. King to R. 3d sq. 

2. King takes B. P. 

White draws the game by playing 
• • • Q. B. Pawnlsq. 

3. The Kt. cannot take it without Black's losing his P. by 

White playing first R. P. 1 sq. and afterwards K. to R. 
4th sq.; therefore. 
King to B. 4th sq. Single Pawn 1 sq. 

4. Knight to K. 3d sq. Single Pawn 1 sq. 

The Knight can never, move away from protecting the B.sq. 
and, if the Black K. move away, White may play R. P. 1 sq. 
and then K. to R. 4th sq. capturing the White P. But if, when 

1. Knight checks, K. move to Kt. 2d sq. and not R. 3d sq. and 

2. King commit the mistake of taking the B. P. then White 

draws the game, not by pushing Q. B. P. 1 sq. for then 
he would lose the game, vide ( L ), but by playing 
R. P. 1 sq. 

3. Pawn must take. Kt. Pawn \ sq. 

4. King to Kt. 4th sq. Kt. Pawn 1 sq. 
6. Knight to B.3d sq. B. Pawn 1 sq. 

6. King to B. 4th sq. B. Pawn 1 sq. 

7. King to his 3d sq. B. Pawn 1 sq. 

8. King to Q. 2d sq. B. P. 1 sq. to Q. 

9. King takes Q. King to R. 3d sq. 



GAME OF CHESS. 



' 353 



WHITE. BLACK. ' 

10. King to Q. 2d sq. King to R. 4th sq. 

XI. King to his 2d sq. Pawn to Q. 

12. Knight takes Q. King takes P. 

(G) 

3. King to Kt. 2d sq, 

4. Pawn takes P. Q. B. Pawn 1 sq. 

5. King to his 4th sq. Pawn 1 sq. 

6. King to Q. 3d sq. Pawn 1 sq. 

7. King takes P. King to Kt. dd sq. , 

8. Kt. to adv. K. 4th sq.^ 

and checks, or to K. > King to R. 4th sq. 
R. 2d sq. 3 

9. Knight to K. B. 3d sq. and protects the P. till the K. comes 

up ; for, if Black K. move to adv. Kt. 4th sq. he can- 
not take Kt. without P. going to Q. 

(H) 

5. Pawn takes P. Q. B. Pawn I sq. 

6. If Knight move, the game will be drawn by White K. 

moving to R. 4th sq. ; if K. go after the P. White King 
moves first to Kt. 3d sq. and then to R, 4th sq. winning 
the P. If Black P. b,e moved, or K. move to Kt. 4th 
sq. P. goes to Q. . 

(I) 

10. •••• R. Pawn to Q. 

11. Knight takes Q. Pawn 1 sq. 
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BLACK. WHITE. 

12. Knight to its 3d sq. Pawn 1 sq. 

13. Knight to K. Sd sq. King to R. sq. 

14. K. to adv. B. 2d sq. or (K) Pawn to Q. 

16. Pawn gives check. King to R. 2d sq. 

16. Pawn to Q. and checks. King to R. 3d sq. 

17. Queen to adv. Kt. 3d sq. and checkmates. 

14. Pawn checks. King to Kt. sq. 

15. Knight to Q. B. sq. King to R. 2d sq. 

16. King to adv. B. 2d sq. King to R. 3d sq. 

17. Pawn to Q. King to R. 4th sq. 

18. Queen to K. Kt. 3d sq. King to R. 3d sq. 

19. Queen to R. 4th sq. and mates. 

(L) 

2. Q. B. Pawn 1 sq. 

3. Knight takes it. K. R. Pawn 1 sq. 

4. Pawn takes P. , Pawn 1 sq. 

5. Knight to Q. 3d sq. King to R. 3d sq. 

6. Knight to Q. Kt. 3d sq. King to R. 4th sq. 

7. King to B. 4th sq. and afterwards takes the P; and must 

win. 
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Aben Ezra Carmiaii Rythmica de Ludo Schamat sen 
Sbahiludio, Hebr. et Lat. vid. Tb. Hyde; and witb other Her 
brew tracts, 1702, 8vo. Reland has given the life of Aben 
Ezra in the Analecta Rabbinica. 

AcTii Forosempron, de Ludo Scacchoriini in legali me- 
thodo, ubi variae quaestiones legales tractantur causa dicti ludi. 
Pbauri ap. Hier. Coococdiam, 1583, 4to, and in t. vii. Tract, 
univ. Juris 168. At the end of this book it appears that the 
author composed it for his amusement in the space of four 
months. 

Al Damiki Liber Arabicus de Shahiludio, v. Hyde, lib. i. 182. 

Alunno, F&anc. Fabrica del Mondo. Yen. 1584, fol. 
At page 697« of this hook,, at the word Giuoco, the author 
discusses Qui Indus, Zara, Scacchi, Tavoliere^ CaValiere, 
Rocco ? &c. 

Al Suli de Shahiludio Lib. Arab. v. Hyde 1. i, 182. 
The army of Al Marooun having obtained possession of a consi- 
derable post during the siege of Bagdat,^ Amin Ben Haroun the 
Sixth, Caliph of the House of the Abassides, was solicited to 
take arms to animate the courage of the besieged ; but solici- 

A a 2 
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tation wat vaio, for Amin was engaged in a game of Cben. 

Ceaie your importunitieft/' taid the tovereign of Bagdat, to 
the officers who surrounded him, a fine stroke presents itself, 
and I am upon the point of giving checkmate to my adver- 
sary. 

Alloaier Neue Theoretisch. pratische Anweisung zum 
Schachspiel^ 8vo. Wien, 1811. 

AnABfHAB (Acliemed Ben Mohamed) Vita et Historia Ta- 
merlanis ubi Timuris, sc. Tamerlanis Scacchariorum, apposito 
etiam Schemate, des<5riptio. Unde earn Hist. Shabiludii inseniti 
Hyde p. m. At Arabshae v. Herbelot, Stc. 

Av£RANft Jos. Disf. de Calculorum seu Latrunculomm 
ludo. T. vii. Misc. var. p. 461. 

Aylwardus Simon de Ludo Scaccborum M.S. ante an. 
1456. V. Hyde \. ii. p. 183. Thb is an English poet who 
flourished in the reign of Hen. VL Gio. Pitseo, in bis Hist. 
Relat. de rebus Angl. Append. Cent. iv. 34^ cites the following 
verses from it : 

Lttduf scacchorum datur hie correctio morum 
Non tantuin mommy regimen sed et o^iorum 
Miles Regalisy et corrigitur popularisy 
Si Ludt lusum. morum vertarous in usom. 

It is to be hoped, for the credit of our countryman^ that he 
was a more correct chess-player tlyan versifier. 

Barbirr, Jo8^ Tlie famous game of Chesse-play^ bebga 
princely exercise, whereby the reader may profit more by read- 
ing of this small book, than by playing of a thousand mates. 
Lond. 1672, 12mo. Thb is a very contemptible treatise. 

^AtLR PiRRRE Dictiounaire Historique et Critique^ t. i. 688, 
Art. Boi, et t. ii. 1260, Art. Gioachino Greco, where he gives 
an interesting account of these two celebrated players. 

Brrtin, (tte noble Game of Chess, by Captain Joseph) 
London, ^735. Printed by H. Woodfall, for the Author, and 
sold only at Slaughter's Coffee House, in St, Martin's Lane, 
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12mo. 78 pp. This treatise contains the laws, 26 games, and 
12 ends. Captain Bertin seems to be entitled to the praise of 
having invented the three pawn's gambit, of which the invention 
is usually ascribed, upon I know not what authority, to Cun- 
ningham. He is also the first writer who has given any correct 
examples of the game, in which the second player plays the 
King's pawn one square at the first move. ^ 

Besoldus in Thesaur. Pract. voce Bretspiel, p. 128, 
voce Spielen, p. 895, voce Shachspiel, p. 861, edit. Norimb. 
1679, fol. 

Bingham. (The incomparable Game of Chess, translated 
from the Italian of Dr. Ercole dal Rio, by J. S.) Lond. 1820, 
8vo. This book is translated with sufficient accuracy for the 
purposes of the Chess player, but it would have been better 
had be not confined himself to so literal a translation. He has 
translated the third edition of this book, published at Venice, 
1812, which is greatly inferior to the second, published at Mo- 
dena,1782, the third being probably a reprint of the first. The 
work is erroneously ascribed to Dr. Ercole del Rio, who was the 
celebrated Anonymous Modenese. The author of this treatise 
was Domenico Canonico Ponziani,an advocate in the Ecclesiasti- 
calbourts, and a friend of Ercole del Rio, who was an advocate 
in the Civil Courts. In the advertisemedt tothe second edition, 
Ponziani is distinctly stated to be the author, and is said to have 
been assisted by his friend Del Rio, in the composition of the 
work. 

Boccacio Gio, del Filocopo, 1. vi. Ven. ap. Bart. Cesano, 
1561, p. 261, where he describes, with much elegance, the 
opposite characters of two Chess-players. Vid. the different 
editions of Filocopo, and the learned Conte Gio. * Jktt. 
Baldelli, in his Life of tjio. Boocacio. Fir. Carli, 1806, 8vo. 
p. xliv. 29, 355; also Twass on Chess, vol. ii. p..89 et seq. 

R. BoNSENiOR (Aben-lachiae) Oratio profaria de Shahiludio. 
Heb. et Lat. v. Hyde in fide, p. J. ;| 
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Bbunktti Francbsco Savkio Okiocbi delle MiacbMi^ 
Ombr^, Scaccbi, ed altri d'lngfgiio. Roma^ Benabo, 1747, 
8fO. 

Brunna (db) Laur. Phil. Jac. Hitloria Satttrioa i 
, Mundi creatione usque ad HeDricnm vii. Romaoor. Augnstuoiy 
MSS. engrossed on parchment in ^ the year 1409, by order of 
Vinceslaus, canon of Praga and Okauts, at the end of whkh 
is Tractatus de Ludis Scaccborum, which begins thus^ Scaccho- 
rum ludum ab Ulixe inventum, ne marcido torperet otio, obsi* 
dentibus Trojam Oraecis, nonnuUi autumant. C.Ldeimren- 
tione Ludi Scacchorum. II. Qualiter Scaccherinni figurat 
Babylonem. III. Qualiter Scaccherium significat duo regna 
inter se contraria. IV. Qualiter situs Scacchornm in regno 
statum civium prefigurat. V. Qualiter Scacchorum situs mo- 
dum castrametandi significat. VI. Qualiter motus Scacchorum 
significat civium recta et iaudabiiia opera sequentia. VIL 
Qualiter motus Scacchorum congressnm significat exerdtuuai. 
At the end is Explicit de ludo Scacchorum v. Goetcii Me* 
morab..BibL. Reg. Drud. t. i. 311. 

D. S. BIDDEN, S. T. D. The jroyal game of Chessnplay, 
sometimes the recreation of the late king, with many of the 
nobility, being the study of Biochimo, the famous Italian. 
Lond. 1656, with a ^itrait of Charles I. publbhed by F. Beale. 
This is a translation 4f Greco, by Dr« Budden, to whom some 
verses ate addressed. Before the errata the stsitioner sfiys» 
*' Gentlemen, for few else will buy this book, I intreat you to 
correct these errors. 

BuBCHBLATi, Bart. Duello delli Scacchi, tratto da nn' 
ode del, Tuccio. At the end is Battaglia degli Scacchi, a 
tranriation of Vida's Scaochia, in ottava rima, by GifcL 
Zanuchi da Conigliano. Trevigi Ang.^MazzoIini, 1589. 4to. 

Among the Manuscript Treatises in the Library of S. Michelli 
di Murano, p. 219, is one entitled Disoohii Sopra la Mouarchia 
di S|Mgnadi Tomaso Campanelhi. Caa^>anella was a DominicaD 



THB GAME OF CHESS. 



369 



friar^ and composed this treatise at Naples, in prison, where be 
was confined 27 years, till the year The following pas^ 

safe occurs in the marginal notes at p. 20 ; costui pensa pQter 
dominare, e far fare al suo modo i P'ptentati, come gU Scacchi* 
In fatH pare volesse impastare il mondo a suo i;nodo. 

Camoii (Dtr) 0L08SAEIUM oiedifle et infimae Latinitatis 
voce Scacchi, Ludi de Rege et Regina, Jocus Partitus, et m 
notiif ad Joinvillium 59, et ad Alexiaden Annae Commenae 385, 
et in Oloss. mediae et infimae Graecitatis. 

Cabrera, Pibtro, del Giuoco degli Scacchi, diviso in otto 
Hbri, ne' quali s' insegnano i precetti, le uscite, ed i tratti pos- 
ticei del ginoco, e si discorre della vera origine di esso, con due 
Discorsi di Gio. Batt. Cberubino, e Mario Tortelli. Militelli 
Gio. Rossi, 1617, 4to. Under the name of Valentino Vespai, 
this writer published the Risposta in difesa di Pietro Carrera, 
in answer to the Apologia of Ales. Salvio. Catania Gio. 
Roasi, 1635, 4to. See the Life of P. Carrera, t. ii. Bibl. 
SicuL Ant. Monjitoris, 133, and Twiss on Chess, vol. i, p. 68* 

Cazenovb (A selection of curious and entertaining games 
at Chess that have been actually played by J.) Lond. 1817, 
12mo. This book has only been circulated among the 
private friends of the author, who is the President of the 
London Chess-club. Many of the games are played with 
ingenuity and skill, and will be found highly instructive to the 
amateur. 

Caxton[» Will. vid. Hyde 1. i. 184, Maittaire, t. i. Annal. 
Typ. 128. Jo. Pridaeus de illust. Anglor. Scriptor. 670. Fa- 
bricii Bibl. Lat. med. et infimae aetatis t. i. 1015. This is a 
translation of the work of Jacobus de CesoUis (vid. jCesollis,) 
printed by W. Caxton, in 1474, and, according to Ames's Typo- 
graphical Antiquities was the first book printed in Engfand, 
though the editors of the Encyclopaedia, printed at Edinburgh, 
mention a small quarto volume 6{ 41 leaves, in the public Libra- 
ry at Cambridge, entitled * Expositio Sancti Jeronimi in Simbo- 
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luni Apostolorum ad Papam Laurentiam/ Impressa Oxonieet 
finita. Anno Domini, 1468, xvii die Decembrif. 

Cbron Alph, del juego del Axedrez, ten deLatninculonim 
Indo, Nic. Antonii Bibl. Hisp. t. i. 13. 

Cbsolis Jac. de Tessalonica Solatiam Ludi Scacchoram, 
scilicet Libellus de moribus bominuni et. officiis nobiliam* 
Ultny. typ. Nic. Ketelaer, et Ger. de Leems/circa 1478« fol 
Mediol. 1479, fol. v. Zeno El. Ital. t. ii. 188. Dr. Hyde says, 
this book was written by Jacopo Dacciesole, a Dominician friar, 
before A.D. 1200, and translated into German verse by Conrad 
Ammeubusen, a monk of Stettin, in 1887. Verci says, that the 
original work was written either in Latin or in French ; that the 
Latin manuscript is still preserved in the Library of the Univer- 
sity at Padua; and that the first Italian edition was printed at 
Florence, in 1408, in quarto, and, the second, at Venice, in 
1684, in octavo. There is also a Latin manuscript of this 
work in the Library of Dresden, with the following title : 
Solatium Ludi Scacchorum, scilicet regiminis ac morum homi- 
num, et officium Virorum Nobilium, quorum formas si quis 
menti impresserit, helium ipsum, et Ludi virtutem corde fadliter, 
vel feliciter poterit obtinere. At the end are the following fa- 
cetious verses, 

Fiiiito libro, sit laus et gloria Christo ! 
Detur pro psnli Scriptori pulchra puella, 
Penna, precor, cessa, quoniam manus est mihi fessa 
Explicit hie totum, pro pank da mihi potum. 

It appears from these verses that Chess was not the only 
consolation which the friar allowed himself. For the other 
Latin, Italian, and Freuch Manuscripts of this work, see Mont- 
faucon. BibU and Echard. Script. Ord. Praed. t. i. 625. 

There are two manuscript . copies of this W6rk preserved in 
the British Museum. MSS. Harl. 1275. Liber moralls de 
ludo Scaccor. Jacobus de Cesulis. This is a quarto of fifty 
leaves of parchment, twenty-nine lines on a page. The first 
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page has a border in miniature, in gold and colours, represent- 
ing flowers, a peacock, and other birds, with two leingeb. The 
first letter, which is k Gothic M, of about an inch square, is 
ornamented with a King playing at Chess with a Monk. The 
colours are very vivid, and the drawing is good ; eleven more 
xsapiHals are embellished with flourishes in gold, and the writing 
is very neat, and in perfect preservation. 

Harl. 3238. This is another copy of the same book, written 
on paper, thirty-one Teaves, in small folio, without any orna- 
ments. 

Libro di Giuoco di Scacchi, intitolato, de' costumi degP 
huomini, e degli ofiizii de* nobili. Volgarizzamento di F. Ja^ 
copone da Cessole dell' ordine de' Predicatori. Firenze per 
Ant. Miscomini 1403, a di primo di Marzo, 4to. ed in Yen. 
Alep. Bindoni, e Mafleo Pasini, 1534, 8vo. 

Clbrici, Day. Oratio de Latrunculorum ludo, in ejusd. 
Orat. Amst. 1687, 8vo, p. 86. He ascribes the invention of 
the game to the Persians. 

Clodii, Hen. Jo. Primae Lineae Bibliothecae Lusorise. 
Lips. Job. Christ. Langenbernius, 1761. Scacchorum ludus, 162. 

CoBARRUBiA (de) Pibtro Giuoco degli Scacchi e della 
Palla. Yen. 1662, 4to. 

CoGHANOvius, Jo. de Ludo Scacchico, Carmine Polono, p. 
18. Carminum Jan. Kochanows Kiego. Cracov. 1639, 4to. 
The life of this Polish poet, and Chess-player, has been written 
by Simon Staravolssck Scriptor. Polon. Eloq. p. 72, Yen. 1627» 
4to. 

Cochran e's (J.) Treatise on the Game of Chess, 8vo. 
Lond.1822. 

Courcellbs, Jacq. Livre du Jeu des Echets traduit du 
Latin en Fran9ois, par Jean Ferron. This is a translation 
of Jac de CesoUis, of which name Courcelles is a corrup- 
tion. 

AucTOR LiBRi CozARi, vulgo, Cozri, edit. Buxtorfii, 375, 



aflg CATAIX>OU£ OF WRITERS ON 

4 

wbere it ii maiolaioed, that the victory at this game dees not de- 
peid on dmkct, hot solely on the skill of the players^ whs gs9 
only lose by their own incapacity or inadvertence, >]yd€^ 
t«i.Proleg. 

Cozio (II Giuoco degli Scacchi, dal Conte Carlo) in Torino, 
1706, 2 tool. 8vo. This book is reinarkably scarce* Twiss, 
whose book on Chess appeared in 1787, says that it may be 
easily procared, but I have never yet met with a Chess-player, 
or Collector, who has been fortunate enough to obtain a copy<* 

Damiani Petri L i. epist. x. ad Alexandrumll. Rom. Font* 
p. 46, edit. Paris, 1610, 4to. where he mentions a singular 
penance imposed by him on a Florentine bishop, who had 
played at Chess. V. vita Job. Damiani in Surii Vitis SS. 22. 
Febr. p. 174, et prasfixa Damiani Epistolis. Paris, 1610, 4to. 
Vita cum Comm. praevio God. Henschenii, t. iii. Febr. Boi- 
land. 406, et in Actis, SS. Ord. S. Benedicti Sa&cl. vi. P. ii. 
245. Casim. Dudini Diss, de Scriptis P. Damiani in Comm. 
de Script. Eccles. Lips. 1722, 686. Jac. Laderchii Vita S. 
Petri Damiani Card. Romae, 1702. t. iii. 4to. Guid» Grandi 
Sejami, et Ruffini Dial, de Laderchiana Hist. S. P. DamianL 
Paris, 1706, 4to. Annal. Camald. i. c. ii. Ginanni Scritt, 
Ravenn. t. ii. Tiraboschi, iii. 324. 

Damiano Portughese Libro da imparare giuocare a Scacchi, e 
de bellissimi partiti, revisti, e recorrelti et con summa diligentia, 
emendati da moiti famosissimi Giuocatori, in Lingua Spagnuo* 
la, ed Italiana nuovamente stampato. Romae per Stephanum 
Guillireti, et Herculum Nani, 1512, 4to. V. Bibl. Schoeub. 
t. ii. 192. Bibl. Lusitan. par Diego Barbosa Machado, Lisboa 
1741 f. p. 610. This seems to be the earliest edition of a 
Chess-book, properly so called. Lolli mentions an edition of 
Damiano, printed at Rome, by Antonio Bladi de Asula, io the 



* Since writing the above, a copy of this work has been obtained by 
the gentleman to whom ttiis book is dedicated. 
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year J 524, which i« the edilioD described by Twm, vol, u 
p. 58. V. Sarratt. 

Oelicue Reonch ». de Shabiludio Hist, prosaica Hdhr. 
per ADonymum* cum vers. Lat. Th. Hyde in fine Par. i. 

DoRNAvn, Gas?. Ai^phitbeatruni Sapientiae Socrajtic® jpco- 
,8erite. Haoov. 1619. t i. p. 644. 

DuccHi Greg, la Scaccheide, overo il Giuoco degli 
Scaccbi ridotto ia Poema Eroico^ sotto prosopopea di due 
potent! Re» e. delF eserciti loro compresa in vi. canti, « 
dedicate alia Sig. Isab. Pallavicina Lupi, Marcfaesa di Sor 
ragna. Vicenza Perin Libri\jo, e Giorgio Greco, 1586, 
1607, 4to. V«Cozzaodi Libraria Bresciaoa, p, i. 144, fi^esc^ 
1694, 8vo. Arisii Cremona Ltterar. t. ii. p. 111. ParmsB, 
1705, fol. Le Jeu des Esehez moralist. At the end is Cy 
finit Le Livre des Eschez e Tordre de Cbevalerie translate de 
Latin en Fran9oys, imprim6 nouvellement k Paris, e fut acbevi 
le Vendredy vi. jour de Septembre, Tan 1504, pour Anioine 
Verart, fol. This is a translation of Jac. de Cessollis. 

EcHECS (Le Royal Jeu des) Paris, 1615, 1636, 1674, 1696, 
1713, Liege, 1741, Haye, 1700, 1742, Amst. 1752. These are 
all editions of the Calabrois, Qioachino Greco. 

DiVERTissKMENS innocens, contenant les regies du Jeu des 
Echeca, du Billard, de la Paume, du Pallemail, et du Trictrac. 
La Haye, Moetjens, 1696, 12mo. and under the title of Noii- 
velle Academic des Jeux, Leide, 1718, Amst. 1728, i. ii. 
1752. t. iii. Paris, Theod. Le Gras. 1759. t. ii. 8vo. 

Lettre touchant le Jeu des Echees, dans le Recueil de 
Pieces curieuses et nouvelles, tant en prose, qu^eu vers, d la 
Haye, 1694, 12mo. t. i. p. 186. 

Essai sur le Jeu des Echecs. Hambourg, 1770.. This is an 
edition of Stamma's Treatise. ^ 

Traite Theorii^ue et PRATiguE du Jeu des Echea, 
par une SociM d' Amateurs. Paris, 1775 and 1786. This kook 
was published and sold only at the Caf(6 je la Regence. 
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Lea Stratag^mes des Eehecs. 2 torn. 16mo. Paris, Kcenig, 
An. X. This little work contains 120 positions, in which the 
game is won or drawn by brilliant and scientific moves, with 
the solutions, selected from Stamma, Lolli, the Anonymous 
Modenese, &c. An English translation of it was published 
at London, in 1816, and has since gone through several 
editions. 

La superiority aux Echecs, mise k la port6e de tout le monde, 
ef particuli^rement des Dames. A Campen, chez. J. A. de 
Chalmos, 1792. 

Sensuit Jeux Partis des Eschez, composes Novellement, poor 
Recreer tous Nobles cueurs et pour 6viter Oysivet£ a ceulx qui 
ont voulent6, desir et aifection de le scavoir et aprendre et est 
appell6 ce Livre le Jeu des Princes et Damoiselles. Nouvelle- 
ment Imprim6 a Paris — On les vend en la Rue neufve Nodre 
Dame a Venseigne St. Jehan Baiftiste, 4to. 
This rare book on the game of Chess lias no date, bat was printed 
hy Denis Janet early in the 16th century; it consists of only 
twelve leaves, and this may in some degree account for its being 
unknown to any collector. 

Le Jeu des E8chec8,'nyec son Invention, Science, et Practique 
on par un tres docte et Intelligible discours sont amplement 
descrits les Moyens d'ordonner son Jeu tant pour TOffensive 
que la Defensive. Paris, 1609. 

Franklin, (Dr.) Morals of Chess. 

Freret Nic. Diss, sur Torigine du Jeu des Echecs, dans 
THist. de Tacadem. des Inscript. t. iii. 375. t. v. 250. 

FuNOLis (de) Jac. de Ludo Scaccfaorum. M.S. Membran. 
Bibl. Ambros. V. Montfaucon. Bibl. M.S. 

GiANiJTio, Horatio, libro nel quale si tratta della maniera 
di giuocar a' Scacchi, con alcuni sottilissimi partiti. Turino 
Ant. de Bianchi, 1597, 4to. V. Bibl. Imperial. 208, and Schoen- 
bergh. t. i. 261. This book is extremely rare. There is 
a copy in the King's library; in 1783, another copy was sold 
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at Paris, from the library of the Duke de la ValHere, and 
there is oue io the possession of Lord Audley, v. Sarratt. 
. Grazini Cosmi Scacchi Ludus emendatus. Flor. 1604, ap. * 
Juntas^ 4to. v. Fabricii Bibliogr. Antiq. 623. , 

Greco Gioachino, (Calabrese) Trattato de nobilissimo, e 
nlilitare esercitio de' Scacchi, M.S. v. Rejeri Memor. lib. rar. 

Le Jeu des Echets traduits de Tltalien de Gioachino Greco 
Calabrois. Paris chez N. Pepingu^, 1699, 12mo. 

Le Royal Jeu des Echecs, par G. G. Calabrois, traduit de 
ritalien. Londres, (HoUande) 1762, 8vo. 

The Royal Game of Chess, 24mo. Lond. 1750. This Eng- 
lish translation of Greco has an engraved frontispiece, copied 
from a very fine print, in small folio, which was engraved at 
Paris, by Lepici6, in 1746, from a picture of the same size by 
C. D. Moor : It represents an old man and a young one sitting 
and playing at Chess ; a man standing with a glass of wine in 
his hand overlooking them ; a guitar hangs against the wainscot : 
the dresses and furniture are such as were used in the si&teenth 
century. 

Greco, (Gioachino,) *on the Game of Chess, translated 
and illustrated with annotations^ by W. Lewis. 8vo« Lond. 
1819. This is by far the best edition of the Calabrois which 
has hitherto appeared. The annotations are useful, and the 
whole work is got up with the accuracy and elegance which 
distinguish all the publications of the translator. 

Gruget Claude le plaisant Jeu.des Escheez renouvell6, 
traduit d'ltalien en Fran9ois. Paris, Vincent Sertenas, 1560. 8vo. 

Hbioii Petri Qusstiones Juris Civilis, et Sax. Witteb. 
1601, 4to. Par. Post. Quasst, x. 86, where the game of Chess 
is treated of. 

D'Herbelqt, Bart. Blbliotheque Orientale. Paris, 1697, 
fol. p. 383, where he treats of the Turkish game Girid Oini^ 
and p. 769, at the word Schamat, and^p. 218, where the inven- 
tion of Chess is attributed to the Persian Buzurge Mihiro. 

ljuARTCS, Jo. in Scrutinio Ingemorum, 304, de Ludo Scac- 
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csbuly de LatruDculoruoi flgim trtis miUtarby uiide mys- 
terium ejtts coUigalurl 488, onde rit, quod in co Lado magis, 
qoam in alio^ ad iram qoi» concitetttr licet aulhuB lusns 
pretium deponaturl 604, unde Lodi Hirjus Spectatores plttre» 
perspiciaDt modos bene ludendi, qoam lusores ipsi? ib.lliis 
book, whicb was first published in the Spanish kinguage, under 
tbe title of Examen de Ingenios para las Sciencias, was after- 
wards translated into Marions languages. V, Bayk Diet. Hist 
et Crit. Art. Jean Huart. Nk. Antonii Bibl. Hisp. t. i. 543. 
Bailett Jugemens des Scavans. t. iL 172. 

Hyd& Thom^ Mandragorias, sen HistoriaSbahihidii, i.e. 
^usdem origo, antiqmtas, nsusque per totum Orientem cele- 
berrimus. Aecednnt de eodem Rabbi Abraham Abbeni-Ezra 
elegaos Poema rythmicnai ; R. Bonsenioi Abben-Jachise Prosa, 
per ianominatum. Pars. ii. Hist. Shahiludii, quse est Hebraica 
sen Trias Jiidfleorum de Ludo Seacchorum) PrsBtermittuntur de 
Shabikidio Prolegomena curiosa. Oxonii e Theatro Shelde- 
ttiano, 1894, 8?o. 

Hyde Thom^, Nerdiludii, sc. Trunculorum cum quibus- 
dam aliis Arabum, Persarum, Indorum, Chinensium, et alia- 
rnm gentHun ludis, tarn poUticis, quam belliois ; item expKcatio 
wplbaimi Chineitsium ludi, qui eomm Politiam, et modum 
peKveniendi ad dignitates in aula Regia exponit, et S^faemale 
«epr»sentat» ib. 1604, 8vo. V. Wolfii Bibl. Hebraic, t. L 85, 
230, 406, et Mem. Trevolt 1713. V. Will. £m. Tentzelium 
in^ BibL Curiosa, an. 1704. Voogt Catal. Lib. rar. 351. 
Freytag AnaU Liler. de Lib. car. 474. 

JoN9S, (JSir W.) Caissa, or the Game at Cbess, a poem, of 
whicb tk*e idea is taken from Vida, and from Marino, who bas k 
the fifteenth canto of his Adone, translated part of Vida's poem. 

KSNNY'a (W.) Chess Grammar, 4to. Lond. 1817. 

' Chess Exereises, 12mow Lond. 1818. 

Koch, (J. F. W.) Codex der Sehach^elkunst, 8to. Magf 
deburg, 1813. 

Kbmfelen's (De) Automateii Chess-Pkyer. (Inanimate 



THE GAME OF CHESS. 



367 



ReoMHiy.an Aceomt of, 8vo. Lend. 1784.) The Automaton 
Chess-player exposed and detected. Lond. 1784. Taniffi, 
Gius. Ant, Lettera sapra M fiunoso Automu Ginocatore 
di Seacchi di Kempele, and Elogio dell Ah. G. A. Taraffi 
per Sig. Car. Gie Gherardo. De Rossi Roma Ant. Fulgoni, ' 
1786, p. 27. An Attempt to Analyse the Automaton Chess- 
Player of Mr. De Kempelen. Lond. 1821. A Selection of 
Fifty Games played by the Automaton Chess-Player during its 
exhibition in . London hi 1820. 12mo. Lond. 1820. 

Leibtinitzii, God. Guil. Annotatio de quibusdam Ludis, 
imprimis de Ludo quoddm Sinico, difierentiique Scacchici, «t 
Latrunculorum, et novo genere Ludi navalis, in Misc. Soc. 
Reg. Berol. t. i. an. 1710. p. 22, et in Leibnitzii Epistol. 
a Kortholto editis. t.ii. 278, et in Fellerii Monum. inedit. 1642. 

Lewis's, (W.) Oriental Chess, or Specimens of Hindostanee 
Excellence in that celebrated Game. 2 vol. Lond. 1817. 

Lewis, W. (Stamma on the Game of Chess, a new and 
improved edition, with notes and remarks, by) 8vo. London^ 
1818. A second edition of this work was published in 1819. 

Lewis (W.) Gioachino Greco on the Game of Chess. 

LoLLi, GiAMB. Osservazioni Teorico pratiche sopra il 
Giuoco degli Seacchi. Bologna, 1763, fol. alia stamp, di 
S4 Tom, d' Aquino. This is a commentary upon the Treatise 
of the Anonymous Modenese, which, like that of Coke upon 
Littleton, or of a Dutch scholiast upon a classic, exceeds a 
hundred fold the bulk of the original work. The size of this 
book was, on its first publication, ridiculed in Baretti's Frusta 
Literaria. It is however the most complete and valuable 
treatise on chess which has hitherto appeared. 

Libro de la invencion liberal y arte de juego del Axedres^ 
per Ruy Lopez de Sigura, clerigo, vezino dela villa Cafra. 
Dirigida al muy illustre Senor Don Garcia de Toledo, ayo y 
mayordomo Mayor delserenissimo principe Don Carlos nuestro ' 
senor. En Akara de Uenares en casa de Andreas de Angulo, 
1551, 4to. V. Antonii Bibl. Hisp. nova, t. i. 216. 
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II GiuoGo degli Scacch^ di Rui Lopez Spagnuolo^ naova- 
mente tradotto in Lingua Italiana da Gio. Dom. da Tarsia. 
Yen. Corn. Arrivabene, 1584, 4to. V; Sarratt. 

Lydgate, (John) the monk «f SI. Edmundsbury, wrote a 
poem on Love, about the year 1408, whieh he dedicated to 
the admirers of the Game Royal at Chessi from which the 
following extract is preserved by Dr. Hyde. 

To all folkys vertuoase. « 
That gentil ben, and amerouse, 
Which love the fair play notable, 
, Of the Chesse, most deleytable. 

With all her. hoole full extente, 
To them this boke y will presente : 
Where they shall fynde and son anoone, 
How that y not yore agoone. 
Was of a fers so fortunat, 
Into a corner drive and mat. 

Marinelli, Fil. il Giuoco degli Scacchi fra tre. Napoli, 
1722, 8vo. 
Martini, Sbbastiano v. Vida. 

Martyr, Petrus ab Angleria de Insulis Americanis nuper 
repertis. Coloii. 1574. 

Martyr, Petrus Florent. in Comm. ad Libr. Indicum, where 
he treats of the morality of Chess. 

Masures (de) Levis, Livre des Echets de Hierorae Vida, 
traduit du Latin en Fran9ois, autrement la Guerre cruelle du 
Roy blane, et du Roy Maure, Paris. V. Cruciman Bibl. 296. 
This version of Vida's Poem begins thus, 

, Je chante en jeu une guerre pourtraite 
D'an fier combat la semblance je traite, 
Tir^e au vrai une feinte en buy d'armes, 
Le jeu d*un regne, et d'un camp de Gendarmes, 
Comme deux Roys Fun-k-Fautr^ s'opposent, 
Et pour rhonneur au combat se disposent. 
L'un marche blanc, Pautre noir siir les rangs, 
Ainsi arm^s de barnois differens. 
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Mbnbui» Jac. de Ludo Latrunculonitn, s« Scaccboruiii. in 
Bibl. Caesareo Vindob. 

Mbnocchio Gio. Delia riprensione fatta dal B. Pietro 
Damiani ad un Vescovo, cbe giaocava a Scaccbi. Stuore Cen- 
tiir. vii. c. 62, p. 280. V. Barberino Documenti 314. Fonta- 
Dini Eloq. It. t. ii. 188. Pompeo Saroelli. II giuoco delle 
Carte quanto sia disdicevole agli Ecclesiastici. Lett. Ecdes. t. 
ii. 57. ed il ch. Card. Stefano Borgia ndl. Apologia del Ponti- 
ficato di.Benedetto X. 2. 

Middleton's Game of Chess, a comedy, sundry times acted 
at the Globe, on the Bank-side, 4to. two editions, no date, but 
printed 1624. A sort of religious controversy; the game 
being played between ode of the church of England and ano- 
ther of the church of Rome, wherein the former in the end 
gets the victory. ^The play was considered as political, and 
the author was committed to prison, from which he got out by 
the following petition to king James : — * .. 

A harmless game, coyned only for delight, 

Twas play'd betwixt the black house and the white, ' 

The white house won; yet still the black doth brag, 

They had the pouer to put me in the bag. 

tJse but your royal hand, 'twill set me free : 

'Tb but removing of a man,— that's me. 

Thomas Middletov. 
See Biographia Dramatica. Printed for Longman and Co. 
London, 1812. 

MoHAMED Ibn Sherpb Clyrenensis Oratiuncula Arabica de 
laude et vituperio Shahiludii. v. Hyde i. 36. 

Montaigne (db) Mich. Essais, t.i. c. 60, 334. Lond. 
1724, 4to. has the following invective against Chess. Je hay, 
et fui le jeu des Echecs, de ce qu'il n'est pas assez jeu, et qu'il 
nous esbat trop serieusement. 

MoNTFAucoN Bern. Antiquity expliqu^e, et representee 
en figures. A Paris, 1722, fol. t. iii. 334, in which he treats of 
Chess among other games. 

MoEAUZATip Scaccharii, Ozon. ie&7> 8vo. Cum Jo. Ri- 

B b 
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deaox Hyponmematibus Logicis, &o. This work has been 
errooeoasly attributed to Pope Innoceot III. ; it is the produc- 
tion of Innocent^ an English monk. Hyde, t. i. V79, Fabricii 
Bibl. med. Lat. t. iv. 96. 

MuTONi Nic. Traduzione della Scaccheide det Vida in 
verso Italiano. Roma 1544. v. Arisii Cremon. Liter, t. i. iii. 
et Ric. Russel Script. Testimonia de Hieron. Vida, prasmbsa 
ejus 0pp. Lond. 1732; 8vo. 

Olearius Adam, in Notis ad Schich Saadi Rosarium Persi- 
cum, 1. 7. c. 18. p.84.Hamb. 1696, fol. It is here said that the 
Game of Chess is called by the Persians, Sedrentz, and the origin 
of it is attributed to Elmaradabi, minister of the king of Persia. 

Orta (db) Garcias dellos Aromas, e simples medicamentos, 
que nacen a India, 1. ii. c. 28, con la versione Latina di Carlo 
Clusio, in ejusdem Exoticis, 242, Antwerp. Plantin. 1605, fol. 
The following passage upon the Game of Chess, as it is played 
among the Indians and Persians, occurs in this book. • Xa to* 
cabulum me invitat, ut aliquid de Ludo Latruncnlorum hie 
addam, qui admodum familiaris est V^^'^is* Mauritanis, ta- 
metsi apud eos alia sit ludendi ratio : Regem Xa nuncupant 
Goazir, id est Praefectum Regni ; Delphinum, s. Sagittarium, 
Ftl id est Elephantum ; Equitem Guara i. e. Equum; Turrem 
autem Rocha, id est Tigridem ; Peditem, Piada i. e, qui pedes 
praeliatur. v. Nic. Antonii Bibl. Hisp. t. i. 395. 

PsEUDo OviDius de Vetula, lib. i. Est alius Ludus Scac- 
chorum, Ludus Ulyssis. 

P ACiOTTUS Felix de Ludo Scacchorum. V. Hyde, lib. i. p.163. 

Palamedes, redivivus, Leipzig, bey Job. Gottfr. Ayck, 
1722, 1733, 1749, 1755, 12mo. 

Perrons Tommaso. V. Vida. 

P. DU Peyrat, Philosophic Royale du jeu des Echecs. 
Paris, 1608, 8vo. Catal. Bibl. Schoemberg, t. ii. 192. 

Philioor, a. D. Analyse du jeu des Echecs contenant 
une nouvelle methode pour appreudre en pen de terns k se per- 
fectionner dans ce noble jeu. Londres, 1749. — 1777, 8vo« 
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PiACENZA Francesco, I Campeggiametiti degli Scacchi, 
osia ouova disciplina di attachi, difesa, e partiti, del giuoco 
degli Scacchi s) oello stile antico,che nel nuovo, Arciscacchtere, 
stratagemmi, ed invenzioni. Torino Ant. Beltrandi, 1683, 4to* 

PoLiPHiLl, Hypnerotomachia. Yen. 1499. foL The game 
of Chess is here elegantly described as a tournament between 
two contending parties. 

PoNziANi, (DoMENico Canonico,) II Giooco incompa- 
rabile degli Scacchi, sviluppato con nuovo metodo per condurre 
chiunque colla maggiore facility dai primi element! fino alle 
finezze pi^ magistralL Modena, 1109, 4to. Seconda ediz, 
Modena, 1782, 4to. Terza ediz. Venez. 1812, 8vo. (The 
second is the best edition.) 

PuBLicius, Jac. de Arte Memorial, et Iniaginibus* Paris 
ap. Jac. Alexand. where the use of this game is considered 
as an exercise of memory. V. Simleri Bibl. and Giulio 
Negri 1st degli Scrittori Fior. 332. 

Rabelais, Franc. Pantagruel, 1. v« c. 24, p. 244, where 
Chess is represented as a tournament. 

Roman de la Hose, 1531, fol. p. 41, where the war between 
Carlo d'Angio and Conradino is described under the idea of a 
game of Chess. 

EncoLE DBl Rio. This is the celebrated Anonymous Mode- 
nese, the author of Osservazioni pratiche sopra il giuoco degli 
Scacchi. 4to. Modena, 1750. 

RupEBTO, Chbist. Ad. Diss, et Obs. ad Valer. Max. lib.iii« 
c. 2. 215. Norib. 1663, 8vo. where instances are men- 
tioned of Canius Gialius, Senec. de tranq. Anim, c. 14, and 
of Frederick, Elector of Saxony, Hortleder, torn. i. 722, 
who met death with indifference while playing at Chess. 

RusiBUS, (De) Jac. de Ludo Scacchorum. V. Hyde, 182. 

Sagittarii, Pauli Mabt. Programma de Ludo Scacchico. 
Altenb. 1676, 4to. 

Salhasius, Claui>. de ludo Latruncnlorma ad Vopisci 
Proculomy 459. 
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Sarkatt's (J. H.) Treatise on the Game of Cb^, 2 vol. 
8to. Lond. 1808. ' 

— TraDslatioo of the Works of Damiano, 

. Rai Lopez, and Salvio on the Game of Chess, 8vo. Lond. 1813. 

^ Translation of the .Works of Gianutio, 

and Gustavus Selenas, 2 voL 8vo. Lond. 1817. 

New Treatise on the Game of Chess, 

upon a^Plan of progressive Improvement hitherto onattempted, 
2 voL 8vo. Lond. 1821. This work is chiefly valuable for 
the defence which it contains to the Muzio Gambit. 

Salvio Alessandro, Trattato dell' invenzione e dell' arte 
liberate del giuoco degli Sacchi. Nap. peir <3r.iamb. Sottili, 
1604, 1612, 1618, e dinso in lib. vi. per Gio. Dom. 
Montanaro, 1634. Discorso sopra il giuoeo degli Scacchi 
con la sua Apologia contro il Carrera, 1634, 1723, 4to. 

' ■ II Puttino, ossia il Cavaliero errante 

sopra il Giuoco de' Scacchi, ed il Tratto dell' Invenzione, et 
arte liberale di Scacchi. Nap. Laz. Scorrigio, 1634, 4to. 

Sarasin, Jean FRAN901S, Opinions du nom, e du Jeu des 
Echecs dans ses (Euvres. Paris, 1694, 12mo. p. 237. 

Saul's (Arthur) Famous Game of Chesse-play. Lond. 
1614, 8vo. V. Catal. Bibl. Bodleianae, t. ii. 139. 

Poema de Schahiludio, tempore Saxonum in Anglia Carmine 
politico elaboratum MSS. in Cat. Bibl. Cod. 58, p. lia. 
Hyde, 179. As this manuscript poem is curious and not long, 
I shall insert the whole of it in this place. ' 

Belli cupit instrumentum qui ludendo fingere, 
Duos Tabularam Reges ponat per planidem ; 
Rex paratus ad pugnandum, primum locum teneat. 
Ejus atque dextrum latus Regina possideat. 
Juxta illam Calvum pone quasi pro custodift. 
Rex iturus contra Regem, pedetentim properet, 
Primitus alteram petens occupare tabulam, 
Procul namque duel eum repellit licentiam. 
Tunc equestris apponatur prope ad certamina, 
Bifrons Rochus ordinetur in extreme Tabulft. 



THE GAME OF CHESS. 



373 



Alter Calvus juxta Regem parte 9it ex altera; 

Caballarius itemque ad propugnaculum facilis. 

Sic et Rochus advocetur ad currendum agilis. 

IJDusqiiisque praecedeDtes assequantur pedites. 

Tunc incipient pedestres prslium committere 

Neque verti retro queant, sed directe properent. 

Qnod repererint incautum^ per transversum feriant. 

Csdit Calvus per transversum tertiam ad tabulam, 

Sedet semper in occulto quasi fur ut rapiaty 

Sape namque suo furto separat Victoriam. 

Eques equitem, pedestrem pedes prendit pariter. 

Rochus Rochum interemit, se sequentem jugulans. 

Finnum pactum Calvi tenent, neque sibi noceant. 

Nam Regina non valebit impedire alteram^ 

Suo Regi deputata velut pro custodik. 

Circumquaque per transversum binas regat Tabulas. 

Cum pedester usque siunmam venerit ad Tabulam^ 

Nomen ejus tunc mutetur^ appelletur Ferzia. 

Ejus interim Reguis gratiam obtineat 

Ergp Regem non audebit uilos posse tangere. 

Habet namque potestatem cunctos interimere^ ' * > 

Contra ipsum non audebit nisi Scaccum dicere. 

Si clametur Regi Scacchum vel ab uno pedite 

Declinare statim debet proximam ad Tnbulam. 

Si non habet ubi pergat> ScacccHnattum audiat. 
GiuocOy de' Scacchi tradotto in Lingua Spagouola, e Italiana. 
Ven. Stef. Zazzaza^ 1564, 8vo. 

GiuocOy degli Scacchi ridotto in PoeraaEroico. Viceoz. 
1607. 4to. 

De Scacchis Carmen Rythmicum MS. in Bibl. Daventricensi. 
Ext. in T. Hyde. It commences thus 

Si quis Scacchorum Ludum vult scire decorum 

Hoc carmen discat, si docte ludere gliscat. 

Asser quod ratus vario colore notatus 

Depictusque bene, fit carmen litis amaenx. 

Hie sit famosa sine sanguine pugna jocosa. 
Incipit Libellus de Ludo Scacchorum. In line, expHcit Tabula 
super ludum Scacchorum. Deo gratias. character Gotticus 
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circa, 1480, videtor editos. F. Xa. Laire Iiid. Libr. ad an. 
1409. p. ii. p. %2. 

Sblbnus, (GU8TAVU8,) Das Scbacb oder Koenig Spiel. 
Lips. 1616, fol. Cooriiigus de Bibliott. Augusta. Locschenif 
BibL Purpurata. § 33. Burchardi Hit t. Bibl. Wolffenbtittel, 65. 

Modo facile per idtendere il vago, e dillettevole Giuoeo degli 
Scacchi composto da un Incognito, per li Noviai del Giuoco. 
(Severinus M. Aur. Medico. Napolo.) Yen. Valentin Mortali, 
1674. 8vo. V. il Giom. de' Litterati ^i Parma, 169, p. 228. 

$BV BRING, M. Aur. Del Giuoco degli Scacchi, dell' antica 
Pettia, ovvero che Palamede non fu llnventore degli Scacchi, 
Napoli Ant. Bulifon, 1690, 4to. et nell Efeeri di Letter di 
Parma nel, 1690, p. 228, et regli Atti des Scavans, del 1691, 
p. 406. In this last book mention is made of a manuscript of 
James of Thessalonica of 1354, which is preserved in the 
library at Leipsic. 

Sbvbrino, M. Aur. Filosofia degli Scacchi, per cui cbiara- 
mente si mostra prima Tartifizio, della fiibrica universale, poscia 
la ragionc particolare dell' ordinanza, e degli andamenti tutti 
degli Scacchi. Napoli Ant. Bulifon, 1690, 4to. v. Lor* 
Nicodemo Addizioni alia Bibl. Nap. del Toppi. Nap. 2683, 
fol. p. 167. 

SiTONis (DE) Camillo, Traduzione della Scaccheide del 
Vida, MS. v. Arisii Crem Liter, v. ii. 109, ArgelatiBibL Script. 
Med. t.ii. 1414. Med. 1742, fol. 

SoKBiKERi Damasceni, Liber Arabicus de excellenti^ 
Shahiludii prse Nerdiludio v. Hyde, 1. i. 182. 

Stamma (Philippe) natif d'Alep. en Syria, Essai sur le 
Jeu des Echecs, ou Ragles pour le bien jouer. Paris, 1737, 
12mo. Haye, 1741, 12mo. Utretch, 1777, 12mo. 

The noble game of Chess, by Philip Stamma, native of 
Aleppo, and Inter[>reter of the Oriental languages to the King 
of Great Britain. Lond. 1746, 12mo. v. Lewis. 

Stein Nouvel Essai sur le jeu des Echecs avec dea Re- 
flexions Militaires. Par E. k la Haye, 1789. 
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Thomassinus, Lud. de vet. et oov, Ecclesiastica Dkeipliiui, 
Paris, 1705, fol. t. iii. c. 0, p. 1352, where be mentions tbe 
penance imposed by* Peter Damian, on a bishop, for playing 
at Chess, and states that the Coancils prohibited every species 
of gaming to the clergy, excepto tamen, quod Concilium Mexi- 
canum Scacchis, aut aliis Ludis permissis, sed absque pecunia, 
et remotis ftseminis, ludere concesserit. Tbe gallantry of this 
Council not equal to that of the Dominican friar, J. Dac- 
ciesole. Tuccii Jul. Ascan. Duellum Scacchoruni in Delic. 
Poetar. Ital. t. ii. Dornavii Amphit. t. i. 652. Arisii Cremon. 
Lit^r. t. i. 440. Hyde, 1. 2. p. 18. Twiss on Chess: 

Vasquin Philieul, Jeu des Echecs translate du Latin de 
J. Vida. V. Ant. du Verdier Bibl. 84. 

VerciGio. Batt. Lettere sopra il Giuoco degli Scacchi. Ven. 
Gio. Gatti, 1788. 

Vida M. Hiei*. Scacchia Ludus Romae, 1L527, 1544. Ludj. 
apud Sebast. Gryph. 1541, 8vo. 1547, 16mo. 1554, 16nio. 
Ant. ap. Plantin, 1578, Lonch 1732. t. ii. 8vo. Cremon. 1550. 
Oxon. 1723. Patar. Jos. Cominus, 1731, cum Itala versi<nie 
Mutoni, et a Cosmo Grazino emendatus. Flor. typ. Cosimt 
Juntas, 1604, et cum ejus versione tft ottava Rima, Isagoge 
Lucae Wielli de Scacchis Ludo. Argent, ap. Paul. Lederoy, 
1605, et in Ampbitheatro Dorhavii. Hanov. 1610, typ. Weche- 
lianis. t. i. et 1. 30. t. iii. Encyclopedia? Alstidii. Lugd. 1649, 
et t. xi. Carminum illustrium Poetarum Italorum. Flor. 1926, 
alibi, l^attaglia de' Scacchi di M. Vida ndotta in ottava Rima 
da Girolamo Zanucchi da Conigliano Treviso presso Ang. 
Mazzolini, 1589. La Scaccheide di G. Vida, tradotta in 
ottava rima dall' Accademico Innomiqato imperfetto Sebastiano 
Martini di Ffienza, ed in versi sc^iolti da Tommaso Perrone. 
Nap. Gennaro Muzio, 1739. V. Mazzncehelli Scritt. Ital. p. i. 
t. ii. 1086. Calogera. Opusc. t. 31. Giorn de' Letter d' Italia 
X. e XV. Stef. MarcheseUi, 1. iii. della CoUezion Pesarese, t. 22. 
Calogera 78. Th. Aug. Vairani Monum. Cremonem. Romae, 
1778, p^25. Louis de Mazures translated this poem into 
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French verse, and pnblisbed it at Lyons, in 1667. Vasquino 
Fflicolo published another translation at Paris ; and Marche- 
selli, in the work above cited, mentions also a translation in 
Spanish. James Rowbotham first published an English version 
of it in 1562, since which time it has been translated by G. 
Jeffreys, 1730, W. Erskine, 1736, Rev. Sam. Pullein, Dublin, 
1750, two anonymous versifiers at Eton, 1769, and Oxford, 
1778, and lastly by ^Arthur Murphy, in 1786. 

ViLLANi, Gio. Historic Universali, 1. vii. c. 12, 171, 
Yen. 1559, 4to. About this time, says this writer, there came 
into Florence, a Saracen, whose name was Buceca, the greatest 
Chess-player of his day. He played .three games at once 
before the Count Guido Novello, in the Palazzo del Popolo, 
two of them without seeing the chess-board, and the third 
seeing the pieces, and tbaugh his adversaries were three of the 
best players in Florence, he won two of the games, and made a 
drawn game of the third. This was considered an astonishing 
Heat at that time. 

WALLisius,JoHANde Progressione Gcomctrica. Oxon.1699, 
where in t.i. 0pp. p. 159, of tbe Arabic Commentaries Selaho 
Mohammed Alsapbadii upon the poem of l^ograi, called Lamiato 
I'Ajam, he treats of the word Schatrazge, or the game of 
Chess, and of its inventor Sassa Abn Dahir, the Indian. 

WiELii LuciB, Isagoge in Scacchiam Ludum. Argent. 1605, 
8vo.. E. W. Ludits Scacchica mathematice ubi scacchi, tabulae 
matbematicae aptati, quasvis propositiones Arithmeticas, et 
Geometricas resolvunt. Londini, 1654, 12mo. 

Zarucchi, Gir. da Conegliano. v. Hyde, I. iii. 183, et 
Vida. 

Zeileri, Mart. Itinerar. German. 1. i. c. xi. 254, where 
he describes a chess-board so made as to enclose an escritoire. 

THE END. 
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